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MIDI 


All the latest hardware and software in the rapidly 
expanding scene of micro music will be on dis- 
play, including keyboards, samplers, sequencers 
and professional studio software. 

With an Atari/Midi setup you can produce top- 
quality music, quickly and simply - editing out 
mistakes in a way that’s impossible with live 
recordings. So if you're in any way interested in 
making music with your micro this is the place to 
come to find out all about it. 


CAD 


Computer Aided Design has grown to become one 
of the most important uses for modern computers. 
With a CAD system you can design houses, cars 
and electronic circuits - in a fraction of the time it 
would take you with pen and paper. 

With the high speed and powerful graphics of 
Atari micros it’s hardly surprising that bigger and 
better CAD programs are pushing back the fron- 
tiers all the time. 

And only at the Atari Computer Show can you 
see all the latest systems under one roof. 


BUSINESS 


Many companies will be demonstrating their latest 
software and hardware, specially designed to 
release the full business potential of Atari com- 
puters. | 

As well as products for the 8-bit and ST, you'll 
be able to try out applications for the powerful 
Atari PC compatible series. 

And you'll also be able to get expert advice from 
professionals. 


DTP 


The art of combining text and pictures is big busi- 


ness nowadays because, with a low-cost DTP pro- 


gram, you can create anything from a club 
newsletter to a monthly magazine or book. 

At the show you'll be able to try out the latest 
scanners, digitisers and super-fast programs, and 
get a first-hand glimpse at the way DTP is set to 
develop in the future. 


POST TO: Atari Computer Show Tickets, 
Database Exhibitions, FREEPOST. 
Ellesmere Port, South Wirral L65 3EB. 


Please supply: 

CL] Adult tickets at £4 (save £1)... £ 
L] Under 16s tickets at £2.50 (save £1) .. £ 
[J Family ticket at £11 (save £6)............. £ 


Total £ 


hy leah eS ais, 


Friday to Sunday, 
June 23 to 25, 1989 


Fri & Sat: 10am — 6pm, 
Sun: 10am — 4pm 


many new products and developments. Atari 
has grown to be one of the major players in the - 
computer world, supported by an incredible 
wealth of top quality applications, games and 
utilities — all on view at this show. 


ADVANCE TICKET ORDER 


[_] Cheque payable to Database Exhibitions 
[_] Please debit my Access/Visa card no: 


Pe Ce a ad 
Expiry date:[2 f=] 


Advance ticket orders 
must be received by 
Wednesday, June 14 


Admission at door: 
£5 (adults), 
£3.50 (under 16s) 
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GAMES 


Atari computers are renowned for their ability to 
run fast-action arcade-quality games. 

The range of new software on show will demon- 
strate how the power of these machines is con- 
tinually being stretched, producing faster and 
even more addictive games with superb graphics. 

The winning entry in the STOS Gameswriter of 
the Year Award will be revealed, and several new 
exciting STOS accessories will be shown for the 
first time. 

If you're a keen game player, you'll find there’s 
so much on offer at the show — you're guaranteed a 
real treat! 


DON'T MISS 17 


So for a great day out - whether you want to see 
what the future holds for Atari computer users, 
take advantage of the bargains on offer or get 
advice on specific applications - the Atari Com- 
puter Show is the place to go. 

And if you send in the coupon now, you'll save 
£1 off the price of a single ticket! 


SPECIAL OFFER 


For the first time we are now offering a family 
ticket for just £11, allowing entry for two adults 
and two children. So you can save up to £6 off the 

usual entry price! : 


DATABASE EXHIBITIONS 
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hn i Postcode..........0.5 


PHONE ORDERS: RING Show Hotline: 051-357 2961 _ 
PRESTEL ORDERS: KEY *89, THEN 614568383 
MICROLINK/TELECOM GOLD ORDERS: 72:MAGOO1 —si‘s=‘(it . 
Please quote credit card number and full address A685 


Quite suddenly, Teque have emerged 
as one of the most prolific producers 
of arcade conversions and licensed 
games. Jason Spiller trekked up to 
Rotherham to find out more. 


i : ie 


classics like Nebulus and Eliminator. 


Quality games like Speedball, Falcon, 
Dungeon Master and Skychase are a 
tough act to follow, and flushed with 
success from an excellent year of 
record sales and being showered with 
awards, Mirrorsoft's numerous soft- 
ware developers and affiliated titles 
have been busy developing the new 
catalogue. 


PER 


LE: JOHN PAILIPS 


Hewson have been responsible for some of the most prolific ST software we've 
seen. Steve Merrett talks to programmer John Phillips, the man responsible for 
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Jeepers, our mega-tipster, Steve 
Merrett, has done it again. He has 
managed to collect top tips of all your 
favourite games: IK+, Roadblasters, 
Heroes Of The Lance, Roy Of The 
Rovers, Flying Shark, Zany Golf, 
Fusion, Advanced Rugby Simulator, 
Bombuzal, DragonScape and Pacland! 
Meanwhile hacker extraordinaire, 
Mark Lawrence, offers pokes for 
Fusion and Cracked. 


AOW TO USE 
THE POKES 80. 


Are you bemused by our listings? Do 
you end up turning your computer off 
in frustration? Well, fear not. Nick 
Clarkson has produced some handy 
hints on how to use the mega pokes. 


Mitch, his Dragon and the Troll are 
back with all the news that's fit to print 
from the world of Adventures. If you 
have an adventure problem that needs 
solving, and you can withstand the 
Troll's ill-temper, write to the ST 
Dungeon and let the Troll bash your 
problems down to size. 
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Welcome to the June edition of ST Action. This month sees some particularly good 
game - Millennium 2.2, Voyager, MicroProse Soccer and Dark Side, to name a few. June 
also sees the release of Ocean's Robocop and, just to celebrate our favourite game, 
we've managed to get him to appear on the front cover. Special thanks go to Matthew 
Tidbury of Reading, who painstakingly recreated the metallic cop using nothing more 


than his trusty airbrush. 


In addition, our roving reporter, Jason Spiller, visits development company Teque and 
also checks out the Bitmap Brother's latest project, Xenon Il. Steve's Giving The Game 
Away is hogging the limelight, this month covering a whole five pages! Still, enough of 
this tittle-tattle, on with the news... 


London-based, Software 
Horizons, have announced a 
new budget label named, Rapid 
Software. The label will pro- 
duce high-quality games which 


sell for a mere £9.99. The com- 
pany will initially be releasing 
five ST games. Twylyte, Triton 
Ill, Stomp, Metropolis, and 
Jeopardy,. Rapid Software 


promise well-written games 
and great value for money. 
Expect to see. the .games 
around the end of May. 


NICHOLAS: 
NICKLRBY: 
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Electronic Arts have announced 
their new Software Classics 
range. The ST titles will retail 
for a mereS9.99. The line-up 
currently includes: The Bard's 
Tale; Chessmaster 2000; Marble 
Madness; Skyfox II; Arcticfox; 
and the Music Construction Kit. 
An impressive collection, I'm 
sure you'll agree. Meanwhile, 
Timothy Mott, co-founder of 
Electronic Arts, said:. "The 
Software Classics range 
includes highly acclaimed titles 
which are still seen as leaders in 
their own category and as a 
necessary part of every com- 
puter owner's collection. These 
are established, award-winning 
products - true classics - now at 
half price or less." Expect to see 
the Software Classic tiles some- 
time in May. 


oe Pica wa at ge M act eee 
Electronic Arts' Classic Collection - 
ST users can now buy award-win- 
ning software at half price or less. 


OXFAM 
APPEAL 


Relief charity, Oxfam, have 
apparently gone soft. This sum- 
mer the organisation will 
launch a major appeal for com- 
puter software, which will be 
sold throughout branches in the 
London area. 

Oxfam"s London Appeals 
Manager, Richard English, said: 
"We are particularly interested 
in any games software that 
people no longer need for 
whichever make or type of 
computer. By donating them to 
one of our shops, we can re-sell 
them and raise substantial 
amounts of money to help peo- 
ple suffering from hunger, dis- 
ease, homelessness”~ and 
extreme poverty around the 
world." 

Donations can be accepted 
throughout June and July at 
any Oxfam branch. 


BATTLE CHESS 


Interplay Productions, best 
known for their award-winning 
have 


Bard's Tale series, 
announced the ST 
release of their already 
highly acclaimed ani- 
mated Chess program, 
Battle Chess. The 
game features stan- 
dard Chess gameplay 
with an opening 
library: “of “30,000 
moves. The game can 
be viewed in either 2 
or 3D and uses over 4 
megabytes of anima- 
tion, not to mention 
the 400k of digitised 
sound! 

Battle Chess looks 
very similar to other 
high standard games, 
but the playing pieces 
turn into wonderfully 


with their own particular per- 
sonalities and combat methods. 
Battle Chess will be available 


from Electronic Arts in May 
and will carry a price tag of 
£24.99 


animated characters The beautifully animated characters help bring Battle Chess to life. 
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FOR THE FIRST TIME, THIS IS FOR REAL... 


It Is daybreak. You join the other pilots in the squadron crewroom to 
discuss Objectives for the day ahead. Tactics, combat manoeuvres; all 
are Captured completely by F-46 COMBAT PILOT. During your pre-flight 
briefing you instruct the ground crew on weapon loading and plan 
your attack... 


The threat of imminent destruction and the stress of high-g 

combat you take in your stride. Your training perfected, you are now 
master in all five roles of the F-16, from air-to-air interception to 
interdictor strike. 


reed 
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SIMULATION 


Atari ST screen, 


But now - Operation Conquest - the conflict you hoped would never 
happen. Aircraft, ground forces and the entire strategic infrastructure 
IS under threat. 


You haven't faced anything like this before... ever! 
ORDER YOUR F16 COMBAT PILOT NOW. 


simply phone (0276) 684959 quoting VISA or ACCESS credit card 
number, name and address. 


Digital Integration Limited, 
Watchmoor Trade Centre, 


Digital Integration | Watchmoor Road, Camberley, 
The Real World of Simulation Surrey GU15 3A) (0276) 684959, 


ATARI ST - £24.95, IBM - £24.95. C64 CASSETTE - £14.95. C64 DISK - £19.95. AVAILABLE 1989: SPECTRUM CASSETTE - £14.95. SPECTRUM DISK £19.95. AMSTRAD CPC CASSETTE - £14.95. AMSTRAD CPC DISK - £19.96. AMIGA £24.95. AMSTRAD PCW - £19.95, 


I Know Ir! I Know It!| Exocer 


After much success on its 8-bit 
outing, Audiogenic will soon be 
releasing the ST version of 
Emlyn Hughes' International 
Soccer. The game features as 
many user-friendly options as 
you will ever need, and it 
claims to have the most realis- 
tic controls in a soccer game 
yet. After that, Audiogenic will 
unleash the first in the Lone 
Wolf series, called The Mirror of 
Death. From what we have 
seen so far, the game looks like 
a hack'n'slay bash, set in a 


very early glimpse. Then after 
their bug game, Creepy Crawly, 
we can expect another game 
based around good old Emlyn. 
This time it will be his arcade 
Quiz, and will feature the inane 
ex-Liverpool player hosting a 
multiple choice question and 
answer game. The game will be 
a bit like a pub trivia machine, 
and will be released sometime 
between June and August. 
Then, in the distant future, we 
can expect to see Freeway 
Rider, which we have no details 


Exocet Software have released 
three games to date, now they 
have announced yet another 
three - Apache _ Strike, 
Liberators, and Gyrex. 

Apache Strike is a vertically- 
scrolling shoot'em-up which 
features extra weapons and an 
increasing difficulty level. 
Apache Strike should be avail- 
able around July. 

Liberators sees you coming to 
grips with creatures as yet 
unknown to man. The alien 


hordes have overrun your com- 
mand base and it is up to you 
to clear all of the three areas. 
Of course, the aliens now con- 
trol your defence system so 
you'll have two problems to 
deal with. Priced at #19.95, 
Liberators will appear around 
May time. | 

Gyrex is a frantic shoot'em-up. 
Can you survive the journey to 
Farth? As you fly through the 
solar system visiting the plan- 
ets, the aliens become meaner. 
Naturally, extra weapons are 
available and with only four 
ships, you'll need them. 
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James Bond 
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within their Returning home to Earth was never this difficult. Can you guide the Gyrex 
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Domark are almost ready to 
unleash their new James Bond 
licence __. Following the film's 
plot closely, you must take on 
a drug baron and his army to 
avenge the murder of your old 
friend, Felix Litefoot. All we 
have seen so far is a vertically- 
scrolling level involving a heli- 
copter, but Domark are 


promising death-defying under- 
water scenes, and a deadly 
race between a Crop Duster- 
driving Bond and the drug 
Baron's fleet of petrol tankers. 
Expect to see James on your 
screen some time in June. 
Photos, copyright 1988 DAN- 
JAQ S.A All rights reserved. 


Firebird are set to release a 
multi-directional shoot'em-up 
called Quartz in the near future. 
Paul Shirle (the author of 
Quartz), and: = Firebird). ate 
promising a game that is ‘rich 
in colour' and is 'enhanced by 
superb sound' (their words not 
mine). When these games are 
due is not certain, but expect to 
see them soon. 
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Last month we mentioned news 
of Hewson's newie Onslaught, 
which is being written by the 
guys who did Custodian. 
Unfortunately, some wally for- 
got to put some photos of the 
said game in the feature. The 
person has, once again, been 
shot, and here are some photos 
of the eight-way scrolling game. 


ARRIVING SOON 
FROM ACTIVISION... 


Activision are set to release 
Altered Beast very soon, fol- 
lowed by Ghostbusters II, which 
is based on the new film. 
Apparently, the programmers 
have only seen the movie's 
script so far, but are already 
preparing for something special 


- though, perhaps sadly, the 
original Ghostbusters program- 
mer, David Crane, isn't working 
on the project. Altered Beast, 
on the other hand, is reckoned 
to be very close to the original, 
and will be released some time 
within the next two months. 


No actual in-game shots, but at least the start-up screen is looking nice! 
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Any fans of the aging Test 
Drive will be pleased to hear 
that the sequel is well and truly 
on its way. Featuring better 
graphics and more realistic 
controls, the game takes you 
through four stages. The game 
is very user-friendly, but this 
time round the rules are much, 
much stricter. Your basic aim is 
to beat the computer in a mad 
dash across states, making 
your way up mountains and 
through arid deserts, before 
pulling up outside a garage. 
Overshoot the garage, and you 
will receive a penalty for run- 
ning out of fuel. In addition, 
Accolade will be releasing data 
disks featuring new cars and_ 
tracks, so it will add a little 
more to an already good-look- 
ing car racing game. Soon 
after, Accolade will also be 
releasing a golf game based 
around Jack Nicklaus and his 
favourite courses. Featuring 
large sprites and a whole host 
of realistic conditions, 
Accolade reckon that it will be 
a lot better than the classic, 
Leaderboard. 


RVF, 


MicroStyle's 
motorbike rac- 
ing game which 
was written 
with help from 


Honda. 
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MiCROPROSE EXPAND 
WITH STYLE 


The big news from MicroProse, 
however, is that they are set to 
launch two completely new 
software labels, namely, 
MicroStatus and MicroStyle. 
Martin Moth, MicroProse's PR 
Manager, explained; "Within the 
military simulation sector of the 
market, MicroProse are the 
best. However, that is a very 
small niche of the leisure soft- 
ware market and we were look- 


OcEAN Put THEIR 
ComBAT Boots ON 
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Mancurian warriors, Ocean, are 
finally going to release Guerilla 
War, another in the Ikari 
Warriors series. Once again, 
one or two players can yomp 
up-screen taking out baddies 
with their guns and grenades. 
The graphics are looking a lot 
better than in the predeces- 
sor's, so it should be worth 
looking out for. Find out soon. 
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Guerilla War put you in the boots of a 


mercenary soldier. 


This vertically- 


scrolling shoot'em-up promises to be a 
close conversion of the gung-ho arcade 


game. 


ing to expand across the whole 
market. To this end we carried 
out extensive market research 
to find out the most common 
types of software buyers and 
the software that they were 
looking for. Using this data, we 
decided on two new labels. 
MicroStyle is mainly entertain- 
ment, though utilising the best 
possible graphics and sound 
available. MicroStatus is more 


strategy-orientated, though 
again, featuring the best graph- 
ics possible." 

Games under development 
for MicroStyle include RVF, the 
Honda motorbike simulation, 
and Rainbow Warrior, the 
Greenpeace computer game. 
MicroStatus will have UMS II, 
Dark Side, Total Eclipse and 
two’. games. from Third 


Millennium, a production com- 
pany of Maelstrom. 


The mystery regarding the 
future of Telecomsoft was also 
revealed by the Tetbury-based 
company. MicroProse have con- 
tinued their expansion by buy- 
ing out the long-standing com- 
pany. Again, Martin Moth excit- 
edly reported on the vast range 
of quality software that is short- 
ly to be released. Look out for 
Weird Dreams, 3D Pool and 
Savage. 


Ship Ahoy! MicroProse's Pirates is nearing completion. ST owners will 


soon be able to splice the mainbrace. 


A LO DAD iy SPHERO IDS 


Spherical eee : 
looks ten 
uncannily es 
similar to eS 
U.S. Gold's : 
Solomon's € 
Key, can you re 
guide the soe 
ball through $ a 
the 100 lev- Sree 
els? NY 

: 


Rainbow dirt are about to 
launch Spherical. Looking a bit 
like Solomon's Key, Spherical 
has you guiding a wizard's 
magic ball through one hun- 
dred nasty-infested levels. 
These baddies can damage 
your ball, but by collecting the 
bonus ee that are eying 


areartd, you can increase the 
ball's magic powers and cast 
spells to get rid of them. 
Amongst the powers available, 
you can collect fireballs, the 
ability to teleport, and create 
stones that can make safe 
paths for the ball. 
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EMPIRE 


Basildon based company, 
Entertainments International 
have announced their own soft- 
ware label, Empire. The com- 
pany has a range of products 
scheduled for throughout the 
year. 

Arcade addicts will be glad 
to learn that Empire have man- 
aged to secure the rights to 
that old favourite, Dragon's 
Lair. Programmed by the 
Canadian company, Readysoft, 
Dragon's Lair has already been 
a best seller on the Amiga. The 
game will be available some- 
time in July and will come on 
six double-sided disks! 

July should also see the 
release of Time, an animated 
adventure through the ages. 
Primarily programmed on the 
Amiga, Time was developed by 
Oxford Digital Research. The 
game is basically an animated 
adventure which sees you 
placed in a futuristic Madame 
Tussauds where you must pro- 
duce a perfect android. With 
models such as Julius Ceaser, 
Merlinand Leonardo Da Vinci, it 
will be possible to come up 
with some really strage combi- 
nations. 

Later on in the year Empire 
plan to release both Paul 
Gascoigne's soccer and Team 
Yankee, a tank simulation 
based on Tom Clancy's best 
selling novel. 


Sankt Sockmbls Simulator) is wlewen from the side with a map screen 
below the main playing area showing any oncoming obstacles. 


Sheffield-based Gremlin 
Graphics are set to unleash a 
number of games onto the ST 
in the very near future. First 
out will be .H.A.T.E. which 
looks like ‘an update of the 
age-old Sega classic, Zaxxon. 
Apparently, the title is an 
acronym for Hostile All Terrain 
Encounter, and sets the player 
the role of wiping out a vicious 
race of aliens. You begin con- 
trolling a Star Fighter, and 
must collect a number of plas- 
mia «cells... Once; “"thisias 
achieved, you must get into a 
waiting ground-based vehicle, 
power it up with the cells and 
collect more cells until you 
reach another Star Fighter. All 
the time you are doing this, all 
of the enemy are emptying 


their guns at you, so, as well 
as collecting the cells, you 
have to avoid these. With 
some thirty levels, H.A.T.E 
looks to be an interesting blast. 
Find out for yourselves when it 
is released in May. 

Next we have Gremlin's 
year-old mega-project, 
Ramrod. First previewed in 
STA's first issue, Ramrod is 
nearing completion. After 
choosing which character you 
wish to control, you must 
move it across the strange 
landscape, playing subgames 
so that the computer doesn't 
get bored. If its boredom level 
sinks to zilch, you will be, liter- 
ally, bored to death. Ramrod 
sounds very interesting, and it 
features some stunning iso- 


| 


Obviously ingpired By gaxxor, HATE looks set to be a formidable plaster 


Ramee was sreviowed in issue 1 of STA, and Kopetully y we should be 


reviewing it next month. 


metric graphics. Next up is 
Oanic Stations, in which you 
control a robot who patrols a 
space station, attempting to 
gather up lots of mini-robots 
that have escaped. To aid trap- 
ping the metal perishers, our 
tin-pot hero can collect a gun 
and make use of the conve- 
niently-placed hovercar which 
enables him to move around 
more quickly. To find these 
helpful objects, you must use 
the monitors that adorn the 
walls. Gremlin set the challenge 
when the game is released in 
May. It seems that May is going 
to be a busy month for Gremlin, 
as it also sees the release of the 
decidedly Codemasters-sound- 
ing, Super Scramble Simulator. 
If you have ever fancied a bash 


at motorbike scrambling, this 
could be the one for you. With 
over five levels of hills, loose 
rock surfaces and streams to 
ride through, it sounds like a 
toughie. If you make a mistake 
and stray off course, a time 
penalty is added, and as your 
overall aim is to finish the 
course as quickly as possible, 
you wouldn't want to do that, 
would you? 

Finally, just a few snippets 
of what to expect later in the 
year: Gazza Lineker's Hot 
Shots, featuring ol' rubber face 
himself; the long-time-in-the- 
making, Ultimate Golf; Rally 
Simulator; Footballer of the 
Year Il; and, finally, Combo 
Racer and Centiblast. 


Armed only with a laser, can you catch all of the escaped droids? 


MIKE REID'S 
Pop QUIZ 


Following on from their last 
release, A Question of Sport, 
Elite are about to release yet 
another TV Quiz game. This 
time it is the turn of Mike Reid's 
Pop Quiz. Priced at £19.99 the 
game should be available from 
the end of May. Read our full 
review next month 


i 1989 ATARI SHOW 


June 23rd will see the opening 
of the Summer Atari Show at 
Alexandra Palace, London. 
Visitors to the show will experi- 
ence a mixture of events far 
more wide-reaching than ever 
before. 

Both seminars and work- 
shops will be run during the 
show. Topics include: Making 


music with the ST ( hosted by a 
well known musician ); ST 
Graphics World ( with a top 
designer ); an ST DTP work- 
shop; a games workshop ( with 
a top author revealing how to 
create a top selling title); a pro- 
grammers workshop: and an 
opportunity to meet journalists 
from the leading Atari maga- 
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zines. 

In addition to these features 
visitors will be able to ask 
questions to knowledgable 
experts. There will also bea 
game-a-thon competition and 
an award for the best STOS 
created game, the winner 
receiving a cheque for £5000! 
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Firbird's conversion of the Tatio coij -op promises to 
be nigh-on arcade-perfect. This colourful platform 
game is the follow-up to the hifhly successful Bubble 
Bobble - fans of the game will go wild over it! 


It has been many a moon since 
we have seen the stars of 
Bubble Bobble, but they are set 
to return in a new adventure, 
Rainbow Islands. The game is 


all about their search for trea- 
sure, and this quest takes them 
over several platform-laden 
screens. Unfortunately, these 
screens are inhabited by the 
Prince of Darkness and his 
cronies, who don't particularly 
want Bub and Bob there. Using 
their new Rainbow-blowing 
trick, the dynamic duo must 
blow their way through the 
many screens, avoiding the 
deadly clutches of the baddies. 
The game is being written by 
Graftgold who wrote past clas- 
sics, such as, Uridium and 
Ranarama, and is promised to 
be nigh-on arcade-perfect. 
Should be out very soon. 


| received a funny phone call 
the other day, the person on the 
other end just kept making a 
strange 'miaowing' noise. It 
was,. in» fact, --Thalamus 
Software's new PR cat, Rocky, 
telling us about the imminent 
release of the ST version of 
Hawkeye. Set over twelve hori- 
zontally-scrolling levels, you 
control Hawkeye, who must 
traverse the platform-filled lev- 
els, collecting segments of a 
shattered access card(!). Of 
course, these levels are inhabit- 
ed by various Hawkeye-killing 
nasties, but these can be 
destroyed with one of the four 
guns our beefy hero holds. 
Above the play area are two 
Hawks, and to help you find the 
pieces of card, their eyes flash 
to indicate which way Hawkeye 
should run. When Hawkeye has 
collected all four pieces, he 
must run to the right-hand side 
of the screen, where he will be 
recharged for the next level. 
Esprit Software are converting 
this much-acclaimed 8-bit 
romp, and we are hoping to 
bring you a full review next 
month. After that, we can 
expect conversions of the bril- 
liant blaster, Armalyte, ‘then 
another blaster, Sanxion, and 
then a strange little game 
called Bamboo. 


BLOOD MONEY 


Liverpudlian company, 
Psygnosis, will be busy this 
year; they're planning to 
release no less than 17 (yes, 
seventeen) games! The first 
three that we will see are, Blood 
Money, Beast and Aquaventure. 
Blood Money, programmed by 
the same team responsible for 
Menace, is a mega shoot'em- 
up. Apparently the game is 
near arcade-perfect; it features 
over one megabyte of bit- 
mapped graphics and 400K of 
some of the most exciting sam- 
pled soundtrack ever heard! 
The game can be played alone 
but the two-player option 
makes for frantic gameplay. 


The game requires strategy and © 


fighting skill as you battle your 
way through the four alien 
safari missions. The addition of 
extra weapons is essential and 
the aliens aren't hostile - 
they're psychopathic! 
Psygnosis reckon that there has 
never been an arcade game as 
tough, fast, exciting or addic- 
tive as Blood Money. Hugh 
went to London to see the 


demo of half of the first level. 
Our usually trigger-happy 
blasters took over an hour and 
a half to crack it - it's going to 
be tough! 

Beast will also appear soon. 
Players will take on the form of 
the Beast and attempt to reach 
a castle at the other side of a 
sinister forest. The game is a 
one-player arcade-adventure 
featuring some very smooth 


ares panes ss. 
sah need Ah eh tes as et 


(Left) Blood Money's two-player 
option helps give you twice the fire- 
power. 


(Below)Aquaventure, Psygnosis' 
soon-to-be-released undersea 
shoot'em-up. 


parallax scrolling. Players will 
have to try and avoid 
mantraps, monsters and end- 
of-level demons. Armed initial- 
ly only with his fists, the Beast 


can collect useful. extra 
weapons - he'll need them! 
Expect to »see» Blood 


Money, Beast and Aquaventure 
this summer. More news on the 
remaining fourteen games as 
we get it. 


The organic scenery provides an eerie atmosphere for this first-rate 


Hawkeye is Thalamus' first ST game. 
Converted from the 8-bit version it looks _ |. 
quite spectacular. 


game and judging by his reac- 
tion, they could well be right. 
Both Hugh and Steve played a 
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shoot'em-up. Blood Money's difficulty level is set at just the right degree, 
our usually trigger-happy shoot'em-up team took over half an hour to 
crack half of the first level. 


DYNAMIC GET THEIR FLIPPERS WET | SLEEPING 


Following the disappointing 
Army Moves and Game Over II, 
Dynamic are hoping to improve 
their track record with the 
imminent release of Navy 
Moves. Once again, the game 
is split into two parts, both of 
which are split into two sec- 
tions. You begin in a power 
boat, approaching the enemy's 
lair, and to enter the base you 
must jump your boat over any 
mines that are floating in the 
water. All the time that you are 
doing this, you must avoid the 
unwanted attention of some 
Jetski-riding baddies. Next, we 
abandon our boat and don our 
snorkel to fight underwater. 
Armed only with a harpoon, 
you must fight your way 
through the shark-infested 


i 
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Dynamic's watery follow up to Army Moves features some inetersting 
action scenes, in this one you must fight with man eating sharks. 


waters until you reach the sub- 
merged entrance to the base. 


The action now switches to a 
mini-sub. Killing any of the 
deadly aquatic creatures that 
attempt to attack you, you 
must attempt to attack, a giant 
enemy submarine. Do this, and 
you are given the access code 
for the next stage. You will now 
be in the big sub, and must 
plant a bomb and then get out 
before it goes off. But first, you 
must gather information from 
the crew as to where to plant 
the bomb and also get a mes- 
sage out so that your chums 
can rescue you. Whoever said a 
deepsea diver's life was easy! 


Chaos bounces back, this time he 
means business. 


Good news for all you expec- 
tant Dungeoneers. Prepare to 
give up sleeping and eating, 
Mirrorsoft have finally re- 
announced the release date of 
Chaos Strikes Back. This new 
set of Dungeons will contain 
around fifteen new levels and a 
paintbox. Scheduled for June 
23rd, Prepare to meet your 
doom! 


Whole armies of monsters will be 


. encountered in the deeper levels. 
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Loriciels have announced the 
release of Skweek! a 
humourous fast-moving arcade 
game, somewhat similar to the 
arcade classic, Amidar, The 
hero of the game is Skweek - 
"a furry orange bundle of fun!" 
his mission is to clean up his 
planet by painting it all pink, 
instead of nasty blue. Easy eh? 
No, there are plenty of baddies 
who don't want him to succeed 
in painting the ninety-nine lev- 
els. 

Skweek! should bounce 
onto your screens sometime in 
May. ; 


GODS LIE 


Watch out next month for the 
release of Empire's role playing 
game, Sleeping Gods Lie. 
Programmed by the Oxord 
Digital Systems, the game will 
cost £24.99 and cover three 
disks. 

The aim is to save threat- 
ened land of Tessera from the 
destruction and rule of the evil 
Archmage. The vicious ex-wiz- 
ard has taken over from the 
Old Gods, and the world's last 
hope is to free the one remain- 
ing God. Unfortunately, this 
celestial being has been frozen 
in an ice tomb somewhere in 
the farthest flung ragions of the 
kingdom. You have been cho- 
sen to awaken the God and in 
doing so banish the evil 
Archmage and his henchmen 
from the once peaceful land. 

The journey not only fea- 
tures all out combat with the 
Archmage's evil hoards - ban- 
dits, sea demons, headless 
monsters and the like - but also 
requires the player to force a 
path through tunnels and cata- 
combs, and over mountains 
and deserts. Progree can only 
be made by aquiing useful 
weaponry and armour and the 
game unfolds, and by taking 
the advice from chance-met 
allies. Players can wander at 
will and discover the sixty-four 
lanscapes of the fantasy world 
of Tessera. Fast action combat 
and the thrill of adventure all 
combine ro make Sleeping 
Gods Lie a compelling fantasy 
role-playing game. 

Sleeping Gods lie inaugu- 
rates a new generation of real- 
time fantasy created from over 
five megabytes of bit-mapped 
graphics! All the characters and 
most of the scenery are mod- 
elled in 3D, and seen from the 
players prospective no effort 
has been spared to make life 
simple for the player. Control 
can be either using the mouse, 
joystick or keyboard - or 
indeed a combination of all 
three. 

Having played the game, | 
can report that it s very enter- 
taining and will undoubtedly 
keep many players from their 
bed. 
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Sleeping Gods Lie 


ST ACTION SPECIAL REPORT 


MUIRRORSOFT 
IN AMSTERDAM 


Mirrorsoft extended the irresistible invita- 
tion to a selected few, to spend a couple 
of days in the Dutch capital and see the 
next generation of titles, and not even the 
beckoning of the red-light district could 
draw this journalist away from the monitor 
screens... honest! Quality games like 
Speedball, Falcon, Dungeon Master and 
Skychase are a tough act to follow, and 
flushed with success from an excellent 
year of record sales and being showered 
with awards, Mirrorsoft's numerous soft- 
ware developers and affiliated titles have 
been busy developing the new catalogue. 


Although launched just last year, the 
Imageworks label has exceeded expecta- 
tions, with games as diverse as Speedball 
and Skychase. The label received the high- 
est honour by winning the ‘Software 
House of the Year Award' and Managing 
Director, Peter Billotta, spoke enthusiasti- 
cally of the future: 'The labels in the Mir- 
rorsoft group are leaders in specific fields, 
such as, Spectrum Holobyte with flight 
simulations and FTL with adventures, and 
so Imageworks has allowed us to experi- 
ment with different and unusual ideas. The 
success of the games already released 
have proved that our predictions were 
right, and with the games which are cur- 
rently in development, we will continue to 
combine originality with playability and 


. 3 
7 
/ 
3 
= 
: 3 
= ; 


aneonneaeintoentaaaneseseenetstse) 


present games which are just that little bit 
different. Moving into the 1990's, we will 
use Imageworks as a vehicle to accelerate 
the evolution of home computer entertain- 
ment and create games which are even 
more involving and enjoyable. ' 


Speedball, the Bitmap Brothers's first 
game on the Imageworks label, is incredi- 
bly successful, and the Bitmaps them- 
selves have reached celebrity status with 
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numerous magazine interviews and televi- 
sion appearances. But despite this media 
exposure, they have managed to keep 
their current project a secret. Now I can 
reveal that this 'project X' is Xenon Il, or 
more aptly nicknamed, 'Megablast'. | 
spoke with the Bitmaps in Amsterdam: 
'It's been two years since we did Xenon 
and just about every shoot'em-up released 
since has been judged and compared with 
it. We were itching to do a sequel to 
Xenon, a shoot'em-up that would blast all 
the others out of contention.' Xenon II is 
graphically outstanding with outrageous 
weaponry boosters, the weirdest bunch of 
adversaries ever seen in a shoot'em-up 
and terrific sampled music from Bomb the 
Bass. Even in its unfinished state, it is 
obvious that Megablast will be the next 
game that all shoot'em-ups will be com- 
pared with. (See Megablast profile for 
more detailed and up-to-date news on the 
progress of Xenon II.) 


Early screenshots of Crime Town Depths 
caused a buzz of excitement in the com- 
puter press. Emphasis in this 'state of the 
art' arcade adventure is on the meticu- 
lously drawn futuristic and atmospheric 
graphics' which are superlative. Crime 
Town is described as: ‘sophisticated 
arcade action' with a perplexing adventure 
played on astounding background graph- 
ics. At present, the game-play has not 
been programmed on the ST version, but 
the graphics certainly live up to the 
boasts. 


Frights, Fears 
And Phobias 


Phobia is an out'n'out horizontal-scrolling 
shoot'em-up by Tony Crowther and David 
Bishop. As its title suggests, this game 
gives the unique opportunity of blasting 
man's phobias, fears and nightmares 
including giant spiders, snakes, confined 
spaces, dentists and the ultimate fear, 
death. Combining their long experience of 
arcade entertainment, and some of their 
phobias, Messrs. Crowther and Bishop 
promise an all-out shoot'em-up which 
boasts 32 colours, parallax scrolling and 
massive sprites. 


Two-Player, 
Fantasy Role Playing 


Bloodwych is quite a contrast to the sub- 
tle art of alien blasting, and demonstrates 
Imagework's commitment to present a 
diverse range of games. The game is set 
to revolutionize 3D fantasy role-playing 
games, by introducing a further element of 
interaction with simultaneous two-player 
action. The game is a quest for absolute 
power found within four crystals and set in 
a labyrinthian castle. With the two-player 
option, you can either interact, cooperate 
and share the power or compete against 
each other. 


Terrarium 


Perhaps the most astonishing graphical 
presentation in the range is set within the 
organic world of Terrarium. This arcade 
adventure from the talented programming 
team, Splinter Vision, is set to stun and 
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(above) Described as "revolutionary" Blood- 
wuch is set to add another dimension to a 3D 
fantasy role-playing game. 


(below) Although set within the confines of a 
glass bottle, there are no such restrictions in the 
incredible graphics within Terrarium. 


surprise with its stunning graphics and 
unusual plot. The arcade action, adventure 
and film-quality animation sequences take 
place in a miniature world inside a big 
glass bottle, and the game-play is a com- 
bination of a taxing mystery and absorb- 
ing arcade action. Imageworks are confi- 


An eerie atmosphere is created with silhoette graphics in Paladin. 


dent that Terrarium will achieve no less 
than an increase in the public's expecta- 
tions of computer graphics. 


Paladin Lord Of The Swords 


Again, Paladin is a graphically powerful 
and atmospheric fantasy game of knights, 
wizards and magic. The spooky, dark and 
mysterious atmosphere in this game is 
created by unique screens. containing 
multi-frame silhouettes. The quality of the 
animation and composition reflects the 
programmers’ backgrounds in film anima- 
tion. The plot is thick and complex and 
designed to test the most ardent adven- 
turer. Like all of Imageworks’ projects, 
Paladin is designed to stretch the bound- 
aries of the genre and the silhouette effect 
is ingenious. 


DDT 


In great contrast to the dark and mysteri- 
ous, DDT is zany cartoon humour with 
amazing colours. This is a bi-directional 
horizontally-scrolling platform game with 
emphasis on the hilarious. The ST version 
has full-screen scrolling which is_per- 
formed at 50Ohz, and at rates that corre- 
spond with the player's speed and move- 
ment. Although DDT is played for laughs, 
Imageworks promise a great arcade game 
with some exciting visual developments. 


Interphase - 
Edge Of Dreamtime 


Interphase is Imageworks's contestant in 
the battle for the fastest 
and smoothest 3D filled 
graphics ever. The game 
is pure flight and fight 
against a mainframe 
filled with dreams and 
experiences and banks 
of security devices. An 
exhausting battle 
against computer logic 
and human experiences 
is promised, with some 
breathtaking 3D graph- 
ics and_ ultra-smooth 
flight. 

More Movies On 
Disk From Cinemaware. 

Cinemaware 
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once criticized for putting everything into 
visual effect at the sacrifice of game-play. 
But Bob Jacobs and his team's commit- 
ment to combine fantastic visual effect 
with absorbing interactive entertainment 
is really paying off. Rocket Ranger 
achieved the highest chart position for an 
Amiga game and is set to repeat history 
with the ST version, and they have recent- 
ly released the first CD ROM program. 
The games currently in development are 
set to bring the movie and computer game 
experience even closer together. Currently 
in development on the ST is Lords of the 
Rising Sun, Cinemaware's most ambitious 
project yet. A Far Eastern epic of civil war, 
they suggest that we forget about the 
squiggly lines, symbology and icons asso- 
ciated with stuffy battle games, and they 
claim that Rising Sun will be closer to the 
movies than any computer game before. 


From Big To Little Screen 


TV sports show is a change of medium, 
from movies to television. This American 
football game offers unrivalled graphics 
animation and action in the field of sports 
simulations. The game gives the impres- 
sion of TV coverage of a football game 
with marching bands, broadcasters, differ- 
ent shot angles and cheer leaders. 


IT'S THEM!' 
Finally, demonstrating Cinemaware's love 


for the movies, It Came from the Desert is 
a tribute to the outrageous 'Big Bug' films 


Interphase in Imageworks contingent in the race fo smooth scrolling 
WaS 3D filled in graphics. Incredibly smooth flight sequences. 


Waterloo promises to 
be the closest repre- 
sentation of battle 
strategy ever and will 
appeal to more than 


retired Generals. 


of the 1950's. This lovingly crafted tribute 
is set in a protypical isolated desert town 
of Lizards Breath. Then the _ inevitable 
meteorite strikes nearby and mysterious 
events hit the town culminating in a 
plague of hideous insects. 'Desert' is Cin- 
emaware's biggest project which has been 
in development for over two years. The 
game-play is arcade and strategy in this 
parody which is unlikely to be relegated to 
a 'B movie’. 


Dungeon Blockbuster 


The incredible popularity of Dungeon Mas- 
ter proved that great adventures appeal to 
more than a minority group. Now FTL 
have created extra levels for this mould- 
breaking adventure called, Chaos Strikes 
Back. The program works in conjunction 
with Dungeon Master and contains even 
more dungeons, puzzles and surprises. 


Waterloo 


PSS, Making Wargames Appeal To More 
Than Just Retired Generals. 

PSS are synonymous with computer 
wargaming and now they are claiming to 
have achieved greater interactive game- 
play and more realistic simulation. Water- 
loo is a re-enactment of that famous bat- 
tle with meticulous attention to historical 
detail and 3D static generated screens. 


You can assume the role of either 
Napoleon or Wellington in this epic battle 
strategy. 


Theatre Europe 


In contrast to bayonets, muskets and 
short-range cannons, Theatre Europe sim- 
ulates modern-day warfare. This updated 
sixteen-bit version promises to be com- 
pletely different from the early eight-bit 
game of the same name. The program 
simulates 30 days of conflict in a variety 
of battlefields, from Portugal in the west 
to the Crimea in the east. This is a battle 
of strategy and the use of long and short- 
range modern weaponry. On other for- 
mats, the game has won many awards 
including the 'Golden Joystick' and ‘Best 
Strategy Game of the Year'. 


Falcon - The Ultimate 
Flying Experience! 


The excellence of Falcon speaks for itself. 
As a flight simulation, experts and enthu- 
siasts alike agree that there is nothing to 


Dungeon Master- an epic adventure. Now FTL present extra levels of dungeon dwelling in Chaos 


Strikes Back. 
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touch it. So instead of trying to surpass 
the ultimate, Spectrum Holobyte have 
produced mission disks which interact 
with the existing program and offer differ- 
ent missions. Initially, the mission disks 


will only be available to registered Falcon 
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users by mail order before being put 
sale for the general public. 


Little Red Corvette 


Having conquered the skies, Spectrum 
Holobyte are attempting to create the 
most accurate driving simulation ever in 
the classic, American Corvette. Vette will 
be designed to really test your driving 
skills with accurate clutch, accelerator 
and steering simulation. 


Mirrorsoft is making the best of an other- 
wise dull market by presenting us with a 
wide variety of good quality computer 
entertainment. With the games which are 
currently in various stages of develop- 
ment, it looks as if they will maintain their 
strong and exciting presence in the mar- 
ket. 


Falcon, the ultimate flying simulation now has extra mission disks. 
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> THE SOFTWARE MINI-MOVIE ON VIDEO 


> FEATURING: SIMULATIONS, : 
ROLE-PLAYING, ADVENTURE, , 
ARCADE,ORIGINAL CONCEPT =" } : 


> STARRING LITA 
> EXPERIENCE THE REALITY | | 
> SPECTRUM, C64, CPC, ST, AMIGA, PC. cso” | | 


> AVAILABLE 1 MAY FROM ALL 
GOOD SOFTWARE STORES 
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Hot-Shot Entertainments Limited * S. Ges. \ 
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IF YOU HAVE ANY DIFFICULTY OBTAINING ACTION SCREENPLAY 
FILL IN THE COUPON BELOW AND SEND TO: 

HOT-SHOT ENTERTAINMENTS LTD, PO BOX 326, COLCHESTER, 
ESSEX CO4 5BL. 
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_ PLEASE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO 
_ HOT-SHOT ENTERTAINMENTS LTD. 
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ACTION SCREENPLAY and HOT-SHOT are registered trade marks of HOT-SHOT ENTERTAINMENTS LTD. 
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Programmers of so-called | 
original concept games | 
often consider companies | 
who 'stoop' to conversions | 
and licence games as 'infe- | 
their | 


rior'. Invariably 
unfounded opinion is that 


these projects are 'cushy' | 
options which require the | 


bare minimum of program- 
ming skill and no imagina- 
tion. But as | discovered 
during my visit to Teque, 


this couldn't be further from | 


the truth. Managing 


Director, Tony Kavanagh, is | 


one of the most experi- 
enced men he described 
why he left Gremlin 
Graphics to start up Teque: 
'The eight-bit boom turned 
some companies into large 
corporations, and it was a 


time when just about any | 


game would sell in vast 


numbers. But my main con- | 


cern was that every game 
released was good enter- 
tainment and value for 
money, The prolonged 


debacle of eight-bit com- | 
puting has been linked to | 
certain software companies' | 


initial reluctance to develop 
games on_ sixteen-bit. 


Computers were becoming | 


more affordable = and 
Kavanagh knew that the 
eight-bit demise 
inevitable, and so he took 


the initiative and left to con- | 
centrate on developing six- | 
teen-bit software: ‘Large | 
companies tend to stick | 
with safe options and are | 


was | 


sceptical about investing 
time and money in new 
developments until they are 
entirely sure that they will 
get a satisfactory return. | 
was excited about the 
greater potential of sixteen- 
bit and its increasing afford- 
ability, but waiting for cor- 
porate decisions and poli- 
cies was excruciatingly slow 
and so I left to start up 
Teque. | admit that even 
now eight-bit software is the 
bread and butter of our 
business, but a great deal of 
time, money and effort goes 
into sixteen-bit.' 

How does Kavanagh 
answer the criticism that 
licensed games only sell 
because of the name? 'As a 
software company, your 
objectives are quite clear: 
the game must achieve 
good sales and, more 
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importantly, it must supply 
the purchaser with good 
entertainment and value for 
money. | have always 
believed that this can be 
achieved with licensed 
games, but the game-play 
must back up the name. A 
game is not only released to 
sell as many copies as pos- 
sible; while it is on the 
shelves, it is your represen- 
tative for the projects which 
you are currently develop- 
ing. and so it has.to be 
good. To release a weak 
product would be very 
damaging. Take for exam- 
ple a strong licence like 
Pacmania which we have 
just done. Sales of the 
game were guaranteed, but 
to let down software pur- 
chasers with such a well- 
known licence would be 
catastrophic and so we 
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he cartoons, Fred was forced to 
do household chores before going 
bowling, because of the license 
restrictions. 


Peter Harrap, Tony Kavanagh and 
Mark Hollingworth. Left large com- 
panies to form Teque and concen- 
trate on sixteen-bit software. 
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were determined to make it 
the most accurate arcade 
conversion ever. | think the 
reason some people are 
sceptical about license 
games is that there have 
been occasions in the past 
where a game has sold 
purely on its name. | don't 
think that is a recipe for 
success or longevity.’ 

Kavanagh used his contacts 
in the industry and discov- 


ered that there were quite a 
few people who had arrived 
at the same conclusions as 
he. Peter Harrap and Shaun 
Hollingworth, formerly of 
Gremlin Graphics, were set 
to leave in order to concen- 
trate on sixteen-bit projects, 
and so they met with 
Kavanagh and formed 
Teque. Their first contract 
was from Argus Press for an 
original storyboarded game 
on all formats. called 
Terramex: 'Terramex 
enabled us to form a good 
and productive relationship, 
and although it wasn't a 
high-profile 'name' game, it 
received good press and is 
a good consistent seller 
based on the strength of its 


game-play.’ The success of 
Terramex was a strong 
foundation on which to 
build a software develop- 
ment: company, . and 
Kavanagh ploughed the 
money back in to increase 
programming staff and fund 
new projects. 

Teque's first big licence 
was the Flintstones, which 
was praised for the accura- 
cy of its cartoon characteri- 
zation and criticized for its 
lack of game-play. But 
Kavanagh described some 
problems they encountered 
with the. project.” After 
negotiation with Grandslam, 
we were commissioned to 
do the Flintstones, and the 
first part of the project was 
research: watching the car- 
toons and working on story- 
boards and characteriza- 
tions. We thought up dozens 
of scenarios to use in the 
game, taking care to inter- 
pret the characters faithful- 
ly. For example, we had 
Fred at the stone-breaker's 
yard wearing a tin helmet 
and dodging an avalanch of 
boulders. Naturally, in the 
true tradition of arcade 
entertainment, if you 
weren't quick enough with 
the joystick, poor Fred 
would be flattened by a 
rock. We presented our pic- 
torial storyboards and draw- 
ings to Grandslam, but 
many of the ideas were 
turned down because Fred 
or Barney ran the risk of 
getting hurt or worse, and 
this was our first experience 
of how sensitive companies 
can be about licences. The 
Flintstones licence is a 
massive money-maker and 
naturally, all concerned 
were very cautious about 
Fred and the Gang being 
represented even the slight- 
est bit out of character. 


Therefore, we had to scrap 
some of the ideas and 
rethink the game. We con- 
cluded that the majority of 
the Flintstone cartoons 
were about Fred trying to 
get out of domestic chores 
in order to go bowling with 
Barney, and so we worked 
on a scenario where he had 
to finish housework, like 
painting the cave, in order 
to meet Barney and go 
bowling. Meanwhile, cute 
little Pebbles would crawl 
around the cave and scrawl 
on the freshly painted walls 
and Fred had to keep 
putting her back in her play 
pen. Additionally, he had to 
keep putting more paint on 
his squirrel paintbrush 
which kept trying to escape. 
The result was an enjoyable 
level in the game which 
everyone was happy with. 
Teque now have a sSix- 
teen-strong, full-time pro- 
gramming team who have 
already completed projects 
like the fantastic Pacmania 
and are working on four 
full-scale projects. 
Currently, programmers Bill 
Caunt and Peter Hickinson 
and graphic artist Mark 
Edwards, are working on 
the major arcade conver- 
sion of the car-racing hit, 
Continental Circus. But just 
how do you cram an arcade 
game, which was developed 
on a mainframe, into a 
machine with a mere frac- 
tion of the memory capaci- 
ty? Peter Harrap answered: 
'Shaun Hollingworth and 
myself are computer engi- 
neers and we have devel- 
oped programs and devices 
which make conversions 
considerably easier, quicker 
and memory-conserving, 
and because of this, the 
final result is more faithful 
to the arcade original. 


The sprites from the arcade version of Continental Circus transferred 
onto the ST. 
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Without these devices, 
development time for a 
conversion like Continental 
Circus, would be doubled. 
Obviously, we cannot dis- 
close too much information 
about this process. The first 
stage is to play the game to 
death and analyse every 
aspect, from scrolling rates 
to sprite behaviour. Then, 
because arcade machines 
take up so much room and 
are very inaccessible, we 
remove the innards of the 
machine and transplant 
them into a desktop-size 
box.' On the desk in front of 
me was what looked like a 
scientific experiment: a 
wooden box with a monitor 
on top of it, a steering wheel 
sticking out of the front and 
a lead to the floor with a 
button on it for the acceler- 
ator: 'We developed a pro- 


ORE 


gram which can read the 


chips for sprite behaviour 
and progamming data and 
then we.can port the sprites 
over to the ST to work on.' 
Why have they chosen the 
ST to work on all of the pro- 


jects? ‘It's a real program- 
mer's machine and there 
are some great graphics 
and animation packages 


available for it and, using 


machine code, it is easy to 
port sprites over to other 
formats.’ 

Teque have achieved an 


accurate interpretation of 


Continental Circus with 
changeable backgrounds 
and scrolling which really 
promotes the feeling of 
speed; how have they got 
so near to the original? 


00001440 


Harrap answered: 'We're lit- 
erally taking an effect which 
took megabytes of memory 
to achieve and crushing it 
down to be run on 
machines with a much 
smaller capacity. Of course, 
you can't get the game 
exactly the same and so we 
analyse it from every aspect 
and recreate noticeable key 
features. In particular, with 
C.C. you have this excellent 
effect of distance given by 
changeable parallax 
scrolling.’ Continental 
Circus is set to dominate a 
section of the sixteen-bit 
market, rear-view car racing 
games, which has been 
poorly catered for in the 
past. 

Programmers, Peter 
Harrap and Shaun 
Hollingworth, and graphic 
artist, Jason Wilson, are 
working on the Thunderbird 
licence. I asked Peter 
whether they had encoun- 
tered similar licence 
restraints with 
nu a6 tb. is r-d"s.: 2 
"Thunderbirds is a minefield 
of restrictions. When we first 
pencil-drew all of the char- 
acters and how they would 
animate, our idea was to 


move them with that dis- | 


tinctive puppet walk that 
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everybody knows and loves, 
and we even thought about 
showing the strings. We 
drew some preliminary 
sprites and animated them 
and showed. them to 
Grandslam who thought 
they were great, but said 
that it could be miscon- 
strued as a spoof. So we 
had to animate them walk- 
ing normally. and with no 
strings attached. Another 
problem was that you can- 
not kill a Thunderbird and 
so we had to wrack our 
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brains and think for ways of 
eliminating them from the 
game without killing them 
off. For example, we're 
working on an underwater 
level at the moment. The 
swimming animation is 
quite comical because they 
are wearing heavy diving 
boots and walk along the 
sea bed, their arms doing 
the breast stroke.’ He 
showed a sequence in which 
Brains is in peril from a 
killer shark which swims out 
of the murky depths, opens 
its mouth to reveal a twin- 
kling gold tooth and rips 
Brain's aqualung off. The 
stricken Brains then floats to 
the top with eyes bulging... 
he gets rescued I hasten to 
add.' The team are using 
Degas Elite to draw the 
backgrounds, spacecraft 
and characterization and 
then meticulously animate 
each of the characters: 'We 
start with drawings and ani- 
mate how a specific charac- 
ter walks, bends and climbs 
and then recreate it on 
screen using Degas.’ 
Thunderbirds is an amusing 
arcade adventure which 
promises nostalgia, a laugh, 
and some very different 
game-play. Although the 
game is in the early stages 
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of development I was very 
impressed by the meticu- 
lous attention to detail of 
the characterizations. The 
painstaking preliminary 
work on the animation 
would convince any scep- 
tics that licensed games are 
certainly no easy option. | 
think the many Thunderbird 
fans can look forward to a 
great interpretation of the 
cult series and an enjoyable 
game. 

In an adjacent office, 
programmers, Mike Hart 
and Nick Kimberly, and 
graphic artists, Mark 


Harrap, Fred O'Rourke and 
John Scott were working on 


the arcade tennis simula- 
tion, Passing Shot. Tony 
Kavanagh described the 
process: 'Again, the game 
was studied and the chip 
read for sprite behaviour. 
But in this case, the sprites 
made the transition particu- 
larly well'. On screen was a 
smooth serving animation 
sequence: 'The next task is 
to place the players on a 


tennis-court background 
and proramme in their 
game-play responses.' The 
same team members were 
also developing another 


arcade game, Xybots. They 
have somehow achieved 
two independent, split 
screens in this two-player 
game and this effect is 
emphasized when your 
Opponent appears on your 
screen and you on his. 
Additionally, | have never 
seen the complicated mov- 
ing into the screen scrolling 
routine so swift and smooth. 

Tony showed me around 
a plush new office block 
which is being built for 
them. Did this mean more 
programming staff? 'We 
have a very busy schedule 
ahead of us and | think get- 
ting everybody under one 
roof will be of great benefit.’ 
Although not directly stated, 
I could tell that Tony's pri- 
mary concern is to keep his 
team in work and the only 
way of doing this in this 
business is to produce 
games of the highest possi- 
ble standard - | think that 
this is evidenced by the 
incredible Pacmania and 
well and truly hammered 
home with the games which 
are currently in various 
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stages of development. | 
learnt a great deal from my 
visit to the Teque office. 
Arcade conversions are 
extremely popular and peo- 
ple are very critical if they 
don't make the grade. So 
the art is to produce them 
as accurately as possible 
and, within a relatively short 
period, the team _ has 
become the first choice in 
arcade conversions and 
licences by doing just that. 
We eagerly look forward to 


their release. 


RUNNING MAN 


~ COMPETITION 


ATARI ST | | / 3 a By now, if you are into action-packed films, you 
520/1040/2 MEG must have seen Mr. Schwarzenegger's latest 
4 MEG escapade, as Ben Richards in the Running Man. 
Poe a Framed for a crime he never committed, Richards 
\ Drive Machines (ib ia a wy is given an ultimatum: participate on the 
ae 5 Running Man, the nation's favourite - not to 
mention deadliest - game show, or die. Of course, 
his task is not going to be easy and there are 
‘Stalkers’ who are out to kill him, for instance the 
chilling Subzero and Buzzsaw. As usual, big 
Arnie agrees, and despatches the show's baddies 
in his own inimitable way, complete with witty 
one-liners. 

Of course, if you haven't seen the movie, 
what better way to watch it, but to own your 
very own, highly-expensive copy. And that is just 
what the Running Man licencees, Grandslam, 
are offering. That's right, there are two copies of 
the film on offer, and for second prize, there are 
two rather trendy Le Cog Sportif tracksuits, so 
that if you don't win the video, at least you can 
pretend to be Arnie in the safety of your own 
home! And, finally, as runners up prizes, there 
are five super-cool Casio watches on offer, hous- 
ing such wonderous features as 1/100th of a sec- 


ond stopwatch, lap timer, splash proofing, and it 
THE even tells the time! 
All you have to do to win one of the brilliant 


prizes is send in the answers to the following 
© 1989 TAFT ENTERTAINMENT MOTION PICTURES/KEITH BARISH PRODUCTIONS questions: 


QUESTIONS ! 


® 
le coq sportif 
2. WHAT GRANDSLAM GAME FEATURED THE HORIZONTALLY-SCROLLING RETURN OF A FAMOUS YELLOW PILL-GOBBLER? 
A) THUNDERBIRDS B) PACLAND C) PACMANIA 
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1. NAME ONE OTHER FILM ARNIE HAS STARRED IN? 


3. IN BOTH THE FILM AND GAME OF THE RUNNING MAN, ARNIE AND CO. ARE ATTACKED BY 'STALKERS’. NAME ONE OF THEM? 
4, FINALLY, IN WHICH FILM DID ARNIE DO BATTLE WITH AN ALIEN KILLING MACHIRE? 


ST Action Competition Rules: 
ANS WER 1 The Editor's decision is final and no correspon- 


dence will be entered into regarding competi- 
ANSWER 2. tions or the results of competitions. All prizes 
are offered believing them to be available. If, 
however, a prize is unavailable we reserve the 
right to substitute a prize of comparable value. 
No cash alternatives will be given. Results will 
be published as soon as possible and prizes 
despatched as quickly as possible. Please refrain 
from phoning regarding competition results or 
prize delivery. Employees of Gollner Publishing 
Ltd and companies participating in competi- 
tions are not eligible to enter. 


All entries should be sent to: 
Running Man Competition, 

Post G ode Phx awkite viadiiesch clvatedie ed uradua ts ST Action, Theatre House, Theatre Lane, 
Chichester, West Sussex. PO19 1SS. 
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The closing date for the competition will be 19th 
June 1989. 


_wish to meet. After half 
a century of solitude, he $s. 
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Luke Snayles — returning to Earth after 
completing a 50 year sentence of | 
“investigative exploration is nota man you d 
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bored and horigny. On Earth the gate crashers 
are about to arrive — they are the ROXIZ, but 
‘Snayles has got other ideas — no-one, but 
NO-ONE is going to spoil 

his home- “coming ioe 
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THE LETtERS DESK 


Got any interesting views about the software industry? 
Want to. air your anger? If so, then write to us at: 


The Letters Desk, ST Action, 10 Theatre Lane, 
Chichester, West Sussex. PO19 1SR. 
And don't forget, we offer prizes for the most interesting letter. 


From The Editor 


Hello, and welcome to another edition of 
the Letters Desk. We've had a wide range 
of topics to cover this month, and | would 
like to thank all of you who have taken the 
time and trouble to write in. Don't forget, if 
your letter is of a thought provoking 
nature you could win a prize. Thanks, 
therefore, go to John Logan of Glasgow 
for his thoughts on game-testing. 
Congratulations, John, but will you please 
contact me regarding your prize. As a 
special prize, Nathan Pedley wins the 
game of his choice for his kind words 
about Steve (OK, Merrett, you can let go 
of my arm now). | would also like to ask 
readers to refrain from ringing the ST 
Action office: if you do have a query then 
write to us, remember to enclose either a 
S.A.E. or your phone number if you want 
a reply. If you want to Fax us a letter then 
you can: now do so; mark all correspon- 
dence, "For the attention of the Letters 
Desk". Our Fax number is (0243) 
789809. 


Are Games Play-tested 
First? 


! would like to make a few comments on 
the subject of sub-standard software. | 
recently purchased FOFT and with great 
anticipation rushed home envisaging 
many a midnight oil-burning session, trad- 
ing and shooting'em up. After quite some 
time pursuing the accompanying manual, 
which I found singularly unhelpful, | boot- 
ed the program. There, in all their glory, 
were superb graphics of the type that 
made me glad to be an ST owner. Duly 
logging onto the Galnet computer, | was 
given a simple mission - to deliver a mes- 
sage to a nearby planet. After successfully 
arriving in the proximity of the plant con- 
cerned, I adjusted my trim and located the 
direction in which the starport lay. Flying 
steadily towards it, having encountered no 
aggravation on my journey, | waited 
patiently to come within automatic dock- 


' ing range. I waited - and waited - and 


waited. Nothing happened. Zilch. Maybe | 
am doing something wrong, | thought. 
This revelation prompted me to reset and 


start again. But no, same result. | read and 
reread the manual attempting to fathom 
the depths of an incomprehensible pro- 
gramming language. Finally, with an audi- 
ble clang, the copper coin dropped. It isn't 
me, it's the program! 

I took the game back to my extremely 
helpful computer shop and explained the 
problem. After a couple of weeks waiting 
a letter finally arrived from Gremlin admit- 


ting that errors had occurred in the - 


game's save and load routines. They 
maintain, however, that there is nothing 
else amiss with their game and that we are 
incapable of grasping the complexities of 
their game. Due to this patronizing atti- 
tude they will be missing my thirty quid! 

Last October, on the day of its release, 
[ also rushed out to buy Elite. After-a cou- 
ple of weeks | had completed the first four 
missions, amassed loads of credits and 
attained the status of Dangerous. After a 
few days I realized | couldn't complete the 
fifth mission and would, therefore, never 
reach the honoured rank of Elite. 

| thought of ringing Firebird, but waited 
to see if anything arose in the press. Soon 
there were cheats galore and I| even read 
an article stating that certain versions had 
a minor bug. I sent my copy back to 
Firebird and received a new bug-free ver- 
sion. Pity they didn't get it right in the first 
place. 

A friend of mine bought Galdregon's 
Domain (hyped by some as being the new 
Dungeon Master) only to have it recalled 
because of a newly found bug. 

Speaking of Dungeon Master, | was about 
to write to you asking exactly when would 
it appear. But, having read your April edi- 
tion | fully echo your view about waiting 
for a fully play-tested, bug-free program, 
rather than waiting for something which is 
hastily released. After all, a substandard 
program reflects badly on the company 
involved and its future games. 

John Logan, 

Glasgow. 


John, I quite agree that software houses 
should play-test their games more thor- 
oughly. There is nothing more annoying 
than getting half way through a game 
only to be stopped dead in your tracks 
because of an irritating bug. Hopefully, in 
the future, we will not have to put up 
With this sub-standard service. After all, if 
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we, the gamesplayers, cease to buy these 
untested games then the software houses 
will only have themselves to blame. 


Faster Graphics 


I have sometimes read letters that ask why 
ST games seem to be 8-bit games with 
nicer graphics. As an ST programmer | 
think | may have an answer. 

The Atari ST may have a 16-bit CPU 
running at 8 megs but it also has a screen 
memory over five times the size of the 
Spectrum's (32k compared with 6k). So, 
for the arcade games that consist of 
putting blocks of graphics onto the screen 
they don't differ in speed much, except 
the ST's display is much more colourful. 
The ST, however, is much faster with vec- 
tor graphics. In this case, most of the CPU 
time is spent on calculations, and as the 
ST can calculate faster than the Spectrum, 
the result is a faster, smoother game. 

Oh yes, thanks for including all the 
answers for the birthday tombola competi- 
tion within issue twelve's pages. _ 

Scott Williams, 
Coventry. 


Thanks, Scott, for your information 
regarding the ST's graphics. In reply to 
your comment about the competition 
questions, we always try to make sure 
that the answers are hidden somewhere 
within that particular issue's pages. | 
would also like to mention that our 
Birthday Tombola Competition was an 
outstanding success, we've never 
received so many competition entries. I'm 
sure our local postman is quite relieved 
that it’s now over! 


Steve Merrett For 
President..... 


From my point of view | think that Steve 
Merrett is the star reviewer of the ST 
Action team. Steve tells us, the games- 
buying public, what the game is like; the 
good and bad points of the game and 
whether he likes it or not. I, however, don't 
think the rest of the team seem to achieve 
what he does. Therefore my advice would 
be to give him more space and possibly a 
payrise. | 
Meanwhile, is the Megatest going to 
come back? And how about a readers' 
chart of the best and worst ST games? 
Nathan Pedley, 
Stokenchruch, Bucks. 


Yes, Nathan, expect to see the return of 
the Megatest real soon. Meanwhile, I'll 
hand over to the big-headed one: Well, 
what can ! say... | agree with the bit 
about the pay rise, as you wouldn't 


believe how much I have to do! On a 
more personal note I would like to thank 
you, Nathan, for your kind words; my 
Mum and Dad, without whom I! wouldn't 
be here; my underpants for their continu- 
al support; Nick Clarkson, for getting me 
the job in the first place; Hugh Gollner, for 
the free lunches; all the software people 
who are so nice to me; the milkman, for 
leaving an extra triple-fruity yoghurt this 
morning; my word processor, for rarely 
crashing; Rainbow Arts for writing Great 
Giana sisters; Bomb the Bass fo..... 

We interrupt this ego trip for some 
more of your letters. 


32 or 16-Bit? 


According to a magazine article | read, the 
ST is a 32-bit machine but only has 16 
pins, therefore only taking information at a 
16-bit rate. Is it possible to put in more 
pins, therefore compensating for the terri- 
ble soundchip? Talking of which, why is 
the ST soundchip so ****? Even the Atari 
8-bit machines have four channels. Why 
ever Atari couldn't have used this one 
instead of the one we've got now, I'll never 
know. 

Kimman Li, 

Islington, London. 


Hmmm, Kimman, I'm not sure where you 
read that. Yes, the ST has some 32-bit 
components, but it is controlled by a 16- 
bit address bus. The computer was 
designed to be a 16-bit computer and can- 
not be easily modified. On the question of 
the four-channel soundchip, | pass, but 
would point out that if you want to exper- 
iment with sound, then the ST has excel- 
lent midi facilities. Try reading ST World's 
midi section. 


Double Trouble 


I wish to continue the topic brought up by 
Paul of Salford, (Sickened by Sierra - STA 
12) on the use of double-sided diskettes 
by commercial publishers, to distribute 
software. | 

I am the possessor of a 520STFM with 
a double-sided disk drive, and I have 
found that several of the games which are 
currently distributed on two single-sided 
diskettes are capable of being converted 
to run from a single, double-sided 
diskette. (Capt. Blood and Space Harrier 
being examples which I have seen.) 

While I appreciate that, in order to 
ensure maximum sales, as many hard- 
ware permutations as possible must be 
catered for. Such games as would fit on 
one double-sided diskette should be so 
supplied, with a second diskette contain- 
ing the information which is not accessible 
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to single sided users. 

This should present very few problems 
to the suppliers of the games as their mas- 
tery of non-standard disk formats, for the 
sake of copy-protection, should enable 
them to separate physical and logical disk 
sides to the advantage of all users. 

D.M. Leuty, 
Lowestoft, Suffolk. 


The Troll Rules, OK! 


Congratulations! What for, you may ask. 
Well | am, of course, referring to your 
excellent magazine managing to publish 
12 issues. You know as well as | do that 
most magazines make only a couple of 
issues and then just vanish, whereas ST 
Action easily cleared this hurdle and then 
even started to get better every issue. | 
have every issue of ST Action locked 
away in my safe and all my millions of 
pounds just scattered around. This may 
seem like creeping but it is praise 
deserved. 

In reply to Paul of Salford's letter 
(Sickened by Sierra - STA 12), | think the 
fault lies with the computer shop from 
which he bought his game. | recently pur- 
chased Police Quest II from my local shop 
and was instantly asked whether | had a 
double-sided disk drive. 

Meanwhile here are some thoughts: 

1) Please make the "Dungeons and Disk 
Drives" section bigger (The Troll rules, 
Ok!) 

2) Have you thought about an STA hot- 
line, where readers can phone for hints 
and tips on games and adventures or any- 
thing to do with their Atari STs? 

3) Please keep up the good work and keep 
a "Top 10" list off our pages as they can 
be very misleading. 

Lastly, | have recently experienced trouble 
in obtaining ST Action and will be sub- 
scribing soon. 

Steven Atkinson, 

Crumpsall, Manchester. 


Thank you, Steven, for your kind, but so 
obviously deserved, words of wisdom. | 
agree that computer shops should help 
their customers in anyway possible. It's 
nice to know that you've obviously found 
a good software outlet: my advice is to 
stick with them. Meanwhile, I'm not sure 
about making the "Dungeons and Disk 
Drives" section any bigger, it's already a 
big enough headache trying to decipher 
what the Troll has scribbled, and in any 
case it would cost us a small fortune in 
wax crayons (a delicacy of the Troll’s). 
Secondly, yes we have thought about a 
phone hotline, but at the moment we're 
so busy answering the unofficial calls it 
would be both impractical and impossible 


to start such an operation. Lastly, thank 
you for your views on a readers’ chart , 
currently the "againsts" have it. 


Questions, Questions, 
Questions 


| have a few questions to ask: 

1) Many of my disks have been corrupted 
and won't run anymore. I've tried using a 
drive-head cleaner but to no avail. My 
third copy of IK+ has just crashed. About 
50% of my software has now been cor- 
rupted. Could it be that my drive-head is 
out of alignment? 

2) Many games have a high-score table 
that can be saved to disk so a readers' 
high-score table might be a good idea. 
People could send in their high scores on 
disk along with a S.A.E. to get it back. 

3) Could you publish a ST Action all-time 
top-ten every month? 

4) How about an advertisers' index on the 
back page? 

5) In issue 7, somebody suggested an arti- 
cle on how to make an Atari trackball ST 
compatible. How's about it? Trackballs are 
great for games. 

6) I think there should be an overall diffi- 
culty rating on the ST Action adventure 
scoreboard. 

7) What happened to the review of F-16? 
It was in the top-ten scores. 

8) How many readers do you have? 

9) Will the cheat disk ever be available 
without a subscription? If not is it possible 
to extend a subscription? 

10) Whatever happened to Greg Percival 
and David Stewart? 

11) Is the preview copy of ST Action 
available as a back-issue? 

12) Don't you think it's a bit unfair that the 
"Case for Conversion" and "Dungeon 
Crew" get classed as regular contributors? 
I thought that you lot at ST Action had 
full-time jobs. Isn't it a bit degrading? 

13) Last of all, | approve of your new filo- 
fax Letters Desk. 

Robert Cooper, 

Hornchurch, Essex. 


Have you quite finished Robert? Well, let's 
not beat about the bush, here are your 
answers: 

1) Yes, your drive-head could be aligned 
poorly but it sounds to me like you have 
some sort of virus. Try and get a virus 
killer/detector to make sure. Also you 
might not be storing your disks safely. 
Always keep them in a cool place and 
well away from any magnetic fields such 
as speakers. 

2) Nice idea, but I'm not too sure whether 
many readers would go to such lengths. 
Also, | know it is quite easy to amend a 
high-score save file and so we couldn't be 
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certain that aH of the entries were bona 
fide. 

3) Yes, we could do an all-time top-ten, 
but don't you think it would become very 
monotonous? after all, there are very few 
changes each month. 

4) I, too, would like an ad-index, but at 
the moment this suggestion is not practi- 
cal as the aduerts are not always on time 
-and such a list would, therefore, be 
incomplete. 

5) A feature on this would now be point- 
less as a trackball is now available for the 
ST (see last month's news). 

6) Good point, but just how would you 
tell? Some people find certain games 
harder than others. 

7) Oops! Yes, a slight misunderstanding 
there. At least it appeared last month, 
though! 

8) Lots. I'll tell you what: if you all send 
me a pound I'll count up how much 
money I've got and tell you. 

9) Yes, the cheat disk is available at the 
price of £10. But, if you resubscribe you 
will be offered the disk. 

10) Greg Percival has moved on to new 
pastures, in fact he's returned to his previ- 
ous occupation of art and design work. 
David Stewart, however, is still with us. 
After moaning about how he had to work 
a seven-day week, poor Dave has now 
_ been assigned to the post of Editor at ST 
World. At least he now gets to see his 
mum. 

11) No, I'm afraid the preview issue of ST 
Action was only available to dealers. Still, 
we've all got a full set, so there! 

12) No, everyone mentioned does con- 
tribute regularly and are therefore, credit- 
ed for doing so. 

13) Good, we thought it was time for a 
change. Any ideas on our next Letters 
Desk design? 


TV Dilemma 


[ will soon be upgrading from my 
Commodore 64 to an Atari 520STFM. 
However, | recently managed to blow up 
my colour TV! As a result, | am currently 
having to use a black and white portable 
for my computing. My question is: will the 
Atari run on this black and white set? 
Steven Richards, 

Grampian, Scotland. 


Most black and white sets will be compat- 
ible. However, if your set is a particularly 
old one you may experience some tro u- 
ble. Presumably you use this set on you 
Commodore 64; if it works with that it 
should be Ok. Now, not a lot of people 
know this, but our very own Steve 
Merrett used to have to use a black and 
white TV with his ST. He mentions that if 
you adjust the contrast setting it is possi- 
ble to get quite a sharp picture. 


What No Basic? 


I have bought the ST Superpack thinking 
oh great, twenty-one games, with an ST - 
what wonderful value! | used to own a 
Spectrum 48K, and think that the ST's 
graphics are very good, the sound was ok 
as well. But | have one complaint, and that 
is, when | wanted to explore the ST and 
see what | could do with it there was no ST 
Basic. Why? That's the million dollar 
question, and I'm sure other Superpack 
owners will agree! 

[ just don't understand, why haven't 
Atari included ST Basic in the package? 
You get it with all of the other STs. Can 
you tell me if | can buy a copy of ST Basic 
anywhere. It would really help if you could 
tell me. 

Malcolm Carver, 
Aberdeenshire, Scotland. 


Well Malcolm, it seems as though Atari 
are a law unto themselves. As far as I'm 
concerned they shouldn't sell any ST 
without a copy of ST Basic, as to why it is 
not supplied with the Superpack I just 
don't know. 

In answer to your question, you 
should be able to buy a copy of ST Basic 
from any reputable ST dealer. If you 
encounter any problems then I would 
suggest you try Silica Shop, their phone 
number is: 01 309 1111. 

Alternatively, try to get hold of an 
alternative ST Basic, such as Computer 
Concepts’ Fast Basic. 

For more detailed information regard - 
ing either Basic or any other program- 
ming language, try reading ST World - 
The Essential Peripheral for your ST. 


Isle of Bordom 


I live on a remote rock called the Isle of 
Man. It's ok in the summer when every- 
thing is open, but in winter it's a dump! 
There are only two decent computer shops 
and both have a limited number of 16-bit 
titles. If you ask them for anything out of 
the ordinary that is available on the ST, 
they look at you as if you are from 
Croydon! 

Another thing I would like to know is 
why do all the computer shows have to be 
in London, it would brighten up the place a 
lot if there was one here. 

PS Why do all the worst games have 
the words "Best game ever written" dis- 
played on the box? 

D Kelly 
Douglas, Isle of Man 


Sorry Mr Kelly, you can't have every - 
thing, isn't the TT enough? Seriously, try 
attending the computer shows at the NEC 
in Birmingham. 
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Dropped on Regulus, you have seconds to master the controls and seek refuge in the Gannymede store. 
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If | was deciding which game to 
spend my twenty quid on this month, 
it would be Dark Side. You don't just 
play this game, you live it - I actually 
stayed awake at night wondering 
how to solve it! The filled-in 3D 
graphics create a fantastic atmo- 
sphere; the scrolling is incredibly 
smooth and the controls comprehen- 
sive and responsive. In Driller, some 
of the graphics were just there for 
effect, but in Dark Side, they have 
been implemented much more effec- 
tively and are an integral part of the 
brilliant game-play. Take my advice, 
take a walk on the Dark Side! JS 


"Bored with 
conventional 2D 


graphics and senseless alien massacres? Then ‘Hey Man, 
take a walk on the Dark Side!"" 
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Incentive created 'reality' with a 
three-dimensional world in Driller, 
using stunning 'Freescape' graphics 
invented by Major Developments. 
Now, after six months further devel- 
opment, they present Dark Side. In 
Driller, escaped convicts called 
Ketars, had mined one of the planet 
Evath's moons to exhaustion, and 
your objective was to cap the wells, 
make the planet safe and avoid an 
imminent explosion. Years on from 
Driller, the Ketars are planning 
revenge on the Dark Side of Evath's 
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other moon, Tricuspid. They have 
built a giant weapon called Zephyr 
One, which is aimed at Evath, and 
your task is to stop Armageddon. 
Zephyr One derives its power from a 
massive network of ECDs, (Energy 
Collection Devices), and a suspended 
solar at the apex collects the energy 
from Evath's sun and transmits it 
through a powerline matrix to Zephyr 
One. Your task is to infiltrate the sys- 
tem, destroy every ECD and break 
the link from the sun's energy to the 
Armageddon weapon. 
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Cryptic clues hint that you can gain sustenance in the stores but there's no nosh on the table. 


--- STA 26 STA --- 


As a follow-up to the magnificent 
Driller, Dark Side is a must. Using 
their same 'Freescape' graphics, 
Incentive have yet again managed to 
bring us another weird and wonder- 
ful world. Having played the game 
for some time now, I'm sure that 
nobody will defeat the evil Zephyr in 
a hurry. For me, the graphics have 
been slightly improved upon, the 
sound, too, seems to add a certain 
atmospheric feel. As an added '‘incen- 
tive' the game includes a competi- 
tion, the winner of which will win a 
holiday for two in Baltimore. Dark 
Side is undoubtedly a fine piece of 
software, one which will keep me 


busy for the next few weeks. NC 


A routine patrol craft drops you 
into Regulus which is a relatively safe 
zone on Tricuspid. Unlike the dark 
and murky world in Driller, the sky 
over Regulus is bright and the terrain 
is green and dotted with trees which 
suddenly take off like rockets. Denied 
the protection of a vehicle, you look 
through a helmet visor which is 
designed like a cockpit and your 
equipment comprises a jetpack and 
laser. With mouse controls you click 
on a four arrow icon to move and 
steer. The planet Tricuspid has two 
poles called the Light and Dark 
Sides, and in between are sixteen 
sectors which contain seemingly 
insurmountable puzzles and hazards. 


Panning across 
Regulus, there is a 
tank which moves 
across the terrain 
guarding a 
Powerporter, and to 
the left and right are 
large buildings, one 
with a red cube in 
front of it, the other 
with a yellow cube. 
From Regulus, you 
can reach the Light or 
Dark Side, but the 
key to this game is to 
search and try every 
possibility. 

A click on the for- 
ward arrow takes you 
shuttling across the 
terrain to a building, 
and blasting the cube 
reveals a door. A sec- 
ondary sight guides 
you through the door- 
way and the computer identifies the 
building as the Ganymede Stores. 
The room is dominated by a large 
table flanked by two pillars and a 


I could never get on with Freescape 
on the 8-bits because of the screen 
update being so slow, but having 
played both Driller and Dark Side 
now, | think it is definitely a sys- 
tem that was destined for the 16-bit 
machines. The screen update is 
very fast, possibly even faster than 
that of Driller, and the graphics 
seem a lot better than that of its 
predecessor. However, the main 
thing I enjoyed about Dark Side is 
the fact that it is more arcade-ori- 
entated than Driller, and you can 
whizz through the sectors just to 
explore if you wish. Once again, 
the devilish puzzles are there, but 
they seem slightly more logical 
than before. If you have never 
encountered the Freescape system 
before, get Dark Side and experi- 
ence quality gameplay and super- 


smooth graphics in action. S 
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Blasting the Powerporter transports you to Psyche sector in the depths of 
the Dark Side. 
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Powerporter, and a 
blast from the laser 
transports you to 
the Psych sector 
within the Dark 
Side. Protected by a 
forcefield, a mes- 
sage board spells 
out the word DARK, 
and on the perimeter 
of the forcefield is a 
small hut or so- 
called Telepod, 
= ~angue 03° ae epee eee = which houses a 
computer console. 
Important to the 
mission perhaps, So 
but first the crystal x Gow 100286250) ECD 100%1_ 
must be found to ee ee oe ee ee eee oe ee ee oe 
activate the Telepod. 
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Deeper and deeper into the darkside, through doorways that lead to even 
more confusion. 


hexagonal hole in the back wall. A 
very cryptic clue suggests that you 
can gain sustenance here. But 
although there is no feast on the 
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table, extra energy and fuel supplies, 
which are crucial to the success of 
the mission, can be found. Back out- 
side, a couple of laser blasts elimi- 
nates the tank allowing access to the 


DIFFICULTY: AVE/HARD 
1ST DAY SCORE: N/A 


Dark Side is a long 
and complex pro- 
cess of elimination. 
Fach sector has 
ECDs which must be 
destroyed, as well 
as energy and solu- 
tions. There is no 
set pattern or easy 
solution to Dark 
Side, and as you 
progress, the planet 
is designed to con- 
fuse and beguile and 
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it is all too easy to get lost. Stunning 
graphical objects detract you from 
the more obscure clues, and there is 
a constant fear of being lost. An 
eerie siren wails to warn of an immi- 
nent attack from the ever vigilant 
security system and a satellite 
zooms overhead emitting laser flash- 
es. The security system can be com- 
batted and the labyrinthian matrix 
slowly navigated, but the passing of 
time is relentless and unstoppable, 
and just when you think you are 


--- STA 27 STA --- 
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Finally Zephyr Il speaks and sends an all-destyroying laser bolt towards 
Evath - time has run out for you and all Evathians. 


actually getting somewhere, the com- 
puter coldly informs you that time 
has run out for you and Evath, and 
helplessly, you are forced to watch as 
Zephyr One sends an all-destroying 
ray towards Evath. 


"So you think you've 
cracked all the games 
available! Well here's 
one that will have you 
tearing your hair out." 


Beam is billed as an arcade challenge, 
set in an artificial world with built-in 
complications and impossiblities. The 
game contains 27 seemingly impossible 
levels and a simplistic presentation 
belies a taxing and complex game, 
designed to separate the men from the 
boys. The game is, I suppose, an 
arcade/strategy, and your objective is to 
link up energy stations with laser beams. 
You pilot a 16 directional craft which is 
inspired by the tricky thrust mechanism 
made famous by the little spacecraft 
from Asteroids. But the game is far 
removed from boulder-bashing! The 
option at the beginning of the game are 
very important. In addition to a one or 
two player option, you must equip your 
craft with Direct or Rocket propulsion, 
the latter being more like the Asteroid 
ship. 

The game-screen on level one shows 
an overhead-view, with the craft impris- 
oned by squares, or so-called 'Runic 
cubes’. Recognising the symbolism of 
each type of stone is very important. The 
majority of the stones create impenetra- 
ble walls which you can bounce the craft 
off without incurring damage, but they 
are designed to cause major directional 
problems as you attempt to pilot the 
craft through the maze. But set within 
these walls are ominous stones which 
are simply called 'Death Runes', and 
contain high voltage. Other stones hold 
changes in gravity in which you experi- 
ence a sudden weight increase. 
Meanwhile, Magnet Runes pull you off 
course and Friction stones, which 
increase the atmospheric resistance and 
cause considerable changes in flight 
response. Finally, the only Runes that 
are good news in this game are energy 
stones. These rarities are pulsing with 
energy and are the main objective of the 
game and must be collected. 


GRAPHICS: 43% 
SOUND: 40% 


LASTING APPEAL: 37% 
ADDICTIVENESS: 30% 


DIFFICULTY: HARD 
IST DAY SCORE:3558 
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Beam has got to be one of the most infuriating games I have ever played. The 
combination of awkward thrust controls, an unnavigatable maze of Runes and 
far too many adversaries, make the objective of the game nigh-on impossible. 
Graphically, the game is very basic, but that is not an important aspect of this 
game. The game-play, however, is more irritating than absorbing entertainment 
and it is one that I certainly won't be playing in a months time. However, if you 
have reached a supreme level of arcade competition, and think that nothing can 
beat you, I challenge you to conquer Beam. JS 
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It took me ten minutes just to get out of the first section of Beam and, by then, I 
was pretty dischuffed with the game. The thrust mech-anism which proved such 
a hit in Asteroids, only serves to annoy in Beam, and the game-play is nothing to 
write home about. This is the sort of game which refuses to concede even an inch, 
to allow you to get into the game and perhaps derive what entertainment it has 
to offer. The art to arcade entertainment is to put success just out of reach like the 
proverbial carrot, but in Beam you don't even get near. SM 


The joystick directs the craft and the 
firebutton acts as a brake, and first you 
must steer out of a gauntlet of Runes. 
Outside is a whole bunch of unsavouries 
such as Alcoholics, who 
stagger around, bump- 
ing into you, and send- 
ing you off course. As 
you come into contact 
with power stations, 
your craft begins to glow 
red with power and you 
must take this energy to 
an empty station. As 
soon as you come in 
contact, the two sta- 
tions are joined by a 
deadly laser beam which 
you must avoid. Then 
the search is on for 
more power to take to a 
dormant station. But 
there is a danger that 


you could fence yourself in with laser 
beams. Once the network of power has 
been constructed, you can move on to 


the next level. 


Pi: 80622 


Time: 88658 


HS: 81558 


--- STA 28 STA --- 


The thrust propulsion which proved such a hit in Asteroids is infuriating in Beam. 
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Forgotten Worlds was hailed by our 
Case for Conversion team as being 
the best game they have ever 
played. Having never seen it in the 
arcades, I was quite looking for- 
ward to getting my hands on this 
meaty shoot'em-up. To be fair, U.S. 
Gold have made an excellent job in 
converting it onto the ST. The 
sound is good and the graphics 
bright and colourful. Ultimately, 
however, I wasn't completely con- 
vinced about Forgotten Worlds. For 
me, there is something about the 
game that just doesn't click. The 
controls are awkward to begin 
with, and I often lost energy for no 
apparent reason. Hats off to U.S. 
Gold for trying, but I could only rec- 
ommend Forgotten Worlds to real 


fans of the genre. 
NC 
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For years the galaxy had been at peace. 
There had been no wars, no antagonis- 
ing - just supreme tranquility. Then, out 
of another dimension, the awesome god 
of destruction, Emperor Bios, appeared, 
devastating each of the eight planets in 
the system, and leaving no survivors in 
his wake. All of the planets became 
dark, barren places, inhabited by Bios's 
mutated kindred, and governed by one 
of his foul demi-gods. But now a time 


"Prepare to zap where no man has zapped before, 
as we enter Capcom/U.S. Gold's latest arcade epic. Strap your mega-death 
laser in its holster, and prepare to be beamed into the battle of the..." 


of uprising is near, as the telepathic 
souls of the crushed inhabitants join 
together to create two deadly warriors. 
As well as sporting some strange hair- 
cuts, these bronzed heroes are armed 
with the latest in eight-way-firing laser 
rifles and are all set to liberate the first 
planet. 

After a brief introductory screen 
which shows the two characters’ enthu- 
siasm to enter battle, the game proper 


A masterpiece of graphics, this dragon appears at the end of the second level. In fact, he is so nice, 
it seems a shame to destroy him! 


--- STA 30 STA --- 
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begins. Although the two-player option 
is going to make the task ahead slightly 
easier, there is a one-player option, and 
once you have selected, the warrior (or 
warriors) are beamed down to the first 
planet. Initially, your man is armed with 
a powerful pulse laser and, by using 
combinations of the joystick directions 
and the firebutton, our hero can twist in 


I have never played Forgotten 
Worlds in the arcades, but after see- 
ing this conversion I'll certainly be 
keeping an eye out for it! Although 
it's certainly not original (it features 
the usual bolt-on weapons and end- 
of-level guardians), it is the game's 
implementation that raises it above 
the mainstream shoot'em-ups. The 
attractive backdrops scroll smoothly 
past your large, well-animated char- 
acter, and the gameplay doesn't 
slow down when there is a lot on 
screen - something that happens 
quite regularly! Additionally, the 
programmers have got the difficulty 
level spot-on, with the game's con- 
trol method seeming impossible to 
get on with at first, but then rapidly 
proving indispensable. If you have 
an eye for tasty shoot'em-ups, check 
out Forgotten Worlds - it's the best 
thing to arrive from the U.S. 


Gold/Capcom deal yet. S 


all directions, letting off a protective 
volley of shots. The levels through 
which the two men travel are both hori- 
zontally and vertically-scrolling, and are 
supported by some very attractive digi- 
tised backdrops. The aliens attack from 
both sides, and Bios's cronies come in 
all shapes and sizes, including the likes 
of rocket-firing reptiles, trash-throwing 
robots, and some good, old-fashioned 
rotating gun turrets. Contact with 
these, or the flak they spew, reduces 
our hero's strength meter, and when 
this is drained, one of his two lives are 
lost. However, there is, of course, the 
option to fire back, and this has a nice 
explosive effect on the swarming 
hordes, reducing them to space-dust 
instantly! When an enemy is destroyed, 
it relinquishes a useful token which is a 
form of currency. The bigger the alien 
destroyed, the bigger the reward, so 
when you are on later levels, there is a 
lot of dosh to be collected. So, what's 
all this cash for? Well, as you make 
your way through each level, extra 
weapons can be collected by visiting 
one of the shops that pop out of the 
ground. Why these shops survived 
whilst the rest of the planet was annihi- 
lated I don't know, but once they 
appear, it is always worthwhile entering 
them. Once inside, you are presented 
with a picture of a pretty girl, beside 
whom there is a screen detailing the list 
of possible armaments available. 
Providing you have collected enough 
money, extras such as two-way firing 
satellites, eight-way lasers and extra 
energy and lives can be collected. And 
when you have finished shopping, click- 
ing on the exit option takes you back to 
the main action. 

Having battled across the planet's 
surface, you then come face to face 
with one of Bios's minions. Such are 
these beasts’ enormity, that they fill up 
an entire screen. Each of these crea- 
tures has only one weak spot - for 
instance, a stomach - and only 
sufficient shots in this spot can destroy 
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them. Each of these demi-gods has its 


Those blue globes at the top of the screen are Zenny, the local currency. The problem is: can you 
reach them without having your energy sapped by those rocket-launching reptiles? 


During the heat of bat- 
tle, the most unexpect- 
ed happens: a shop 
appears out of the 
planet's surface. On 
entering, you find it is 
a useful place to pick 
up some extra arma- 
ments. Oh, and one 
thing, that girl may 
look cute, but she 
won't let you have any- 
thing without paying! 
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own characteristics, 
and each follows the 
graphical 'iook' of 
the level. For 
instance, in the first, 
bio-mechanical level, 
you encounter a rub- 
bish-surrounded 
amoeba, whilst later 
on you will meet a 
large golden dragon 
and then Bios him- 
self. If you manage 
to avoid the swipes 
and energy-sapping 
materials these a 
creatures attack you with, and have 
pummelled them constantly with your 
firepower, then they will eventually 
explode. A digitised picture of the victo- 
rious duo will now appear, declaring 


their defiance to Bios, whilst the next 


level loads. 


First glances of Forgotten Worlds give the impression of a sequel to the ageing 
Side Arms, but with the larger aliens, better sound and mammoth end-of-level 
creatures, Forgotten Worlds knocks the aforementioned into a cocked hat. 
Control over the main character is initially confusing, but after several hours 
playing I can't imagine any other system working as well. The graphics are, 
without a doubt, some of the best I have seen in a shoot'em-up, complete with 
multi-coloured backdrops, and the game is set at just the right difficulty level. f 
Basically, Forgotten Worlds just has to be in your collection. JS 


GRAPHICS: 89% 
SOUND: 75% 


LASTING APPEAL: 82% 
ADDICTIVENESS: 84% 


DIFFICULTY: AVERAGE 
IST DAY SCORE: 270000 
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To complete the first table you must light all of the word VOLCANO. Something that prompts this 
nice graphical touch. After that, light all the lamps, and watch the volcano well and truly erupt. 


Living in the sunny seaside town of 
Bognor Regis, I get to see quite a few 
pinball machines. The lure of the 
bright lights and the electronic bleeps 
seduce me no end - | just can't resist 
pushing a couple of ten-pence pieces 
into the occasional slot. Still, I've 
never actually encountered this 
video-game spin-off. Having played 
Timescanner for about three hours 
I'm still unsure whether I really like it 
or not. The graphics and sound are 
undoubtedly of a high standard, 
although the scrolling is a little jerky. 
The controls are good, and the tilt fea- 
ture is most realistic. Ultimately, 
however, I question the longevity of 


the game. Nice try. 
JS 


"If |! were to say the word 


'flipper' to you, would you automatically think of a highly talented dolphin? 
If so, then I suggest you take a look at Activision's new Sega licence!" 


meee ee ACTIVISION (£19.95) == a a ee ee ee 


To say that pinball machines have seen 
something of a revival recently would 
be very unfair, as they never really went 
out. For years they have sat around in 
arcades, taking the odd ten pence here 
and there from passers-by, and all the 
time, newer, innovative machines are 
appearing on the arcade scene. Pinball 
games are also nothing new on the 
computer front either, with names such 
as Slamball, Macadam Bumper and the 
ancient, Night Raider, coming to mind - 
even U.S. Gold's 8-bit shoot'em-up, 
Bedlam, had a pinball section in it! On 
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computer, companies have the chance 
to enhance the concept by creating 
table-top obstacles a real machine 
couldn't do, but normally, these games 
fail due to unrealistic ball movement 
and slow flipper response. So, because 
pinball tables have more of an 'under- 
ground' following, it came as no sur- 
prise when Sega's pinball coin-op, 
Timescanner, came and promptly disap- 
peared in the arcades. Activision, how- 
ever, feel that the game was very under- 
rated, and duly bought the rights to 
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Of all the levels, the Ruins table is probably the hardest. 
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convert it to the ST. 

The obligatory scenario describes 
how you have been sucked into a time 
warp and dumped into a strange pin- 
ball-orientated land. Whether you are 
inside the table, or simply playing the 
game to survive, isn't known, but, basi- 
cally, you must clear three different 
tables before making your way to the 
final challenge and then your freedom. 
Before you can begin waggling your flip- 
pers, you must choose between a one 
or two-player game. Once your choice 
is made, it is straight on to the first 
table. Each of the tables is split into 


Was this ever a coin-op? I've never 
seen, or even heard, of it. Now, not a 
lot of people know this, but I'm 
rather partial to the odd game of pin- 
ball. Having played many a conven- 
tional machine it was with some 
speculation that I! tried this. 
Timescanner's sound is undoubtedly 
tuneful, the bleeps and buzzes only 
Just being audible above the constant 
soundtrack. The game's graphics are 
well done too, the use of colour being 
the most noticeable. As for the game- 
play, I'm not totally sure whether I'd 
rather play this than the real thing. 
The constant pressing of the mouse 
buttons whilst trying to keep the ball 
in play soon became tedious. 
Timescanner is an interesting effort, 
but one that lacks staying power. 
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two halves, with the screen scrolling 
accordingly when the ball enters the 
other half. To the right of the main 
action, an attractive screen shows your 
amassed score in realistic LED-style 
numbers. The ball is housed in a 
spring-based launcher and the spring 
moves up and down, waiting for you to 
select the strength of the shot. Either 
the mouse or the keyboard can be used 
to control the game, with the mouse 
button releasing the ball into play, and 
the left and right mouse buttons or 
shift keys controlling their respective 
flippers. 

All of the tables have a different 
graphical 'look', ranging from a volcanic 
background that erupts when the ball is 
sent back up into the top half of the 
screen, to an Egyptian level, complete 
with suitable sand-dance music! They 
also house roughly the same features: 
four or more flippers; elastic band-like 
things that propel the ball up screen; 


little glowing lights that have a number pos : 


on them and glow when hit, adding 
their value to your score; ball collec- 
tors; and finally, Time Warp holes that 
take the ball onto the next table. Each 
player is given five balls to begin with, 
and these are lost by letting them fall 
out of play via a large hole below your 
second set of flippers. However, this 
dastardly fate can be halted - albeit in a 
hit-and-miss way - by using the nudge 
or tilt features, which jolt the ball and 


LASTING APPEAL: 67% 
ADDICTIVENESS: 71% 


DIFFICULTY: AVERAGE [f 
IST DAY SCORE:220000 Ff 


change the ball's course. 
The tables require great 
skill, not to mention luck, 
and to complete them 
involves either lighting up 
all of its letters or collect- 
ing balls in a special 
compartment. Once you 
have completed every 
table, you are transport- 
ed to the final level, 
which is described as a 
‘whole new variation on 
the break-out theme’. 
When you have cleared 
the bricks in this difficult 
section, you will have 
gained your freedom and completed the 
game. If you lose all of your balls, then 
after you have typed your name into the 
high-score table, the game allows you 
to carry on from the level in which you 
died - although, unfortunately, any 
lights or letters that you have managed 
to light will have been reset. Still, you 
can't have everything! 


Pinball games have never really 
transferred that well to computer, 
so Timescanner came as a bit of a 
surprise. It's not really that impres- 
sive graphicswise, but the sound is 
very nice with a separate tune 
accompanying each screen and, 
more importantly, it plays well, 
too. The ball moves smoothly 
between each of the screen's sec- 
tions, and the various bumpers, 
lights and flippers behave realisti- 
cally, adding a certain atmosphere 
this genre has never really 
achieved before. The tables them- 
selves are deviously laid out, and it 
will take absolutely ages before 
anyone reaches the final screen - 
though, thankfully, the continue 
option helps. If you liked the 
Timescanner coin-op, this conver- 
sion has to be in your collection. 
But, I can't really recommend it if 
you cut your teeth on the 'genuine’ 


pinball machines. 
SM 


"Hey you, hunched at 
that computer! Feeling 
flabby and a bit out of 
condition? Then take 
the Bio Challenge!" 


No, the Bio Challenge isn't a test for 
washing powder, it is no less than a 
mission to save the human race. For 
years, says the scenario, mankind has 
been declining physically and mentally 
from a combination of self-abuse and 
reading certain tabloids, and the genes 
that each generation pass on to the 
next are slowly wearing at the knees 
and crotch and will eventually perish. 
But scientists have found the answer in 
a revolutionary technique in which they 
graft the human brain into the body of a 
droid, and this game is the testing 
ground, the Bio Challenge. A quick 
burst of digitized music and the head of 
a man appears and just manages to get 
out: 'Get ready for level one,' before he 
changes into a robot. 

The droid, or so-called KLIPT, 
appears on a strange landscape, clad in 
Robocop-style armour. To his right is a 
large eyeball, which is your only ally in 
the game, but it blocks the way and so, 
with orders to ‘go and find the amulet' 
ringing in his little metal ears, a quick 
wrench of the joystick sends him trot- 
ting in the opposite direction. The two 
key features in this game are the amaz- 
ing animation and manoeuvrability of 
the main sprite and some very clever 
and original game-play. The joystick 
has very responsive control over the 
droid and the longer you press the fire- 
button, the further or higher he jumps. 
With the firebutton pressed, holding the 
joystick to the left and right makes him 
leap crevices; pushing up achieves a 
high leap which takes him soaring into 
the surrounding border; and pulling 
down results in a rather clever somer- 
sault. Each movement has cartoon 
emphasis lines and sound effects. 

As you move KLIPT along the ter- 
rain, the first adversaries are spinning 


GRAPHICS: 82% 
SOUND: 52% 


LASTING APPEAL: 71% 
ADDICTIVENESS: 62% 


DIFFICULTY: HARD 
IST DAY SCORE: 1700 


BIO CHALLENGE 


PALACE (£19.95) 


This is a very slick and clever presentation with some amazing animation and 
controls, subtie parallax scrolling and quirky and original game-play. I think 
the game was probably built around the clever graphical effect of the main 
sprite, but it works very well. It must be very difficult to think up original ideas 
which retain to the qualities that make good arcade entertainment, but this rel- 
atively unknown German company, Delphine Software, have succeeded with 


Bio Challenge. 


always been just that little bit dif- 
ferent, and Bio Challenge continues" 
this trend. To begin with, the task — 
ahead of your well-animated robot 
seems impossible due to the 
unusual controls, but once you 
have got the hang of them, it's all 
plain sailing from there. The graph- 
ics throughout are very good, with 
smoothly-scrolling multi-coloured 
backdrops, but the sound is a 
slight disappointment. As a great 
fan of platform games, I was fairly 
impressed with Bio Challenge: it 
offers a long-term task, and adds 
something to what can become a 
stale theme. If you, too, like the 
genre, give this French import a go 


for a touch of originality. © S 


triangles which whip around in forma- 
tion and sap his energy. But these little 
annoyances can be deflected, for 
points, with a press of the firebutton 
which sends the droid spinning. To 
replenish spent energy, there are barrels 
of oil to collect, as well as a variety of 
cauldrons which float around the sky 
giving, extra points, a life, time, oil, and 
armour protection. The pieces of the 
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amulets are held by the guardian's little 
fat helpers and contact with these 
blighters results in a rapid loss of ener- 
gy. The only way to steal the piece is to 
jump on the fat helpers from little plat- 
forms which are suspended above the 
terrain. Each platform has a varying 
number of bars on it which represent 
how many times KLIPT must stamp on 
it before it drops to the ground, and this 
must be timed perfectly for when the 
helper is directly beneath. You can then 
pick up the piece to the amulet. Once 
you have exhausted an area, jumping up 
at floating cubes transports you to 
another section of the terrain. When you 
have completed the amulet, you must 
return to the eyeball at the beginning 
and then move on to the next level. 
There are six levels which contain a 
varying number of terrains to explore, 
leading to an inevitable battle against 
the guardian. In his cavern the guardian 
fires missiles which must be avoided. 
But with a high leap, KLIPT can be 
turned into a flying cannon and retaliate. 
With the guardian destroyed you move 
onto the next level to continue this odd 


test. 
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FIST ORS BETS CONICS ccs csccassnsnns ocunionnxsesdaciasesssssieseny 16.99 TAIRA ao aves neni csecnnssannipapingetentahveauestalpagequetesanee 13.99 
PM IR Ti Saies cites iter vicdunassacticapredeasous¥eninnessteasenisncine 15.99 10 3 1/2 inch blank GiSCS......ccccccccccsccocecccecsceccceseee 9.95 "PRWIINGENGAUS. sceccscsnvssnssatiantyiopenstekeseeeagiivanersstosceceurnen 12.99 
International Karate + .........cssccessessseeseseseessseeeees 13.99 endor. TINO BARING a csscdeecccccisuasiyctncnegadadhescprutaahecogupessnieainioen 12.99 
WROPMATONALSOCCOT ai csscsss.sccscsssesscdsobeesecassincvanesee 12.99 ri ae ar ‘ gE Faas pice THGE OE 06 Glis 8 Siscrehicicvinetn earn ouiaad 15.99 
Incredible Shrinking Sphere .........s:.sssssesseesseeseeees 13.99 PE Renee te mans bohanencenseveonssronyegcemepesey perioeene URS CUR oie ces wadeenatem emer 12.99 
TER OEE ep RIS eg eda ee 16.99 ff Mouse Mmat..........cscvscsersseessennsssersesnnsmseerennnssseerec 4.95 MRA AE ccd civen scans xcoclssdastn ace gare eaten meager Mea co oy 15.99 
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SERVICE 


Cheques & Postal Orders payable to SOFTSELLERS. Post & Packing Free in UK. 
Overseas £1.50 per item. Shop prices may vary, but personal callers can claim 


approx 10% discountoff RRP on most listed items on production of this advert. 


STA JUN 


Vixen 
£4.99 


520 STFM SUPER PACK 


Includes 520 STFM with 1MEG drive, over £450 worth of software, pe be mouse, 
User Guide and 5 disks of Public Domain Software. Software inclu is: 


£329.00 


Inc VAT & delivery 


AL this 
Ikari Warriors Crganiser Business S/ware 


520 STFM with 1MEG internal drive fitted 

1040 STFM latest version with inbuilt TV modulator 

1040 STFM as above with ‘Microsoft Write’ & ‘VIP Professional’ 

1040 STFM with 21 games, business software and joystick extras; 
as supplied with above described ‘S2OSTFM Super Pack’ 

1040 STFM with ‘Super Pack’ extras as above, with ‘MS-Write’ & ‘VIP Pro’ ... £459.00 
Buy any monochrome monitor with a 1040 model from above for £110.00 extra 
Mega ST1 with mono monitor, ‘MS-Write’ & ‘VIP Pro.” .......... eee ecceecsseeeenceeeeee £599.00 
Mega ST2 with mono monitor, ‘'MS-Write’ & ‘VIP Pro.” .0......... ee eeeceececeeeeeneeeee £849.00 
Mega ST4 with mono monitor, ‘MS-Write’ & ‘VIP Pro.” ...............eceeeseseeesceeeees £1099.00 

520 STFM 1MEG intemal 3.5" drive upgrade kit inc. full instructions 

‘Super Pack Software’ as supplied with above 520STFM offer 

SLM804 laser printer 

SM124/5 mono monitor 

$C1224 colour monitor 

Mega-File 30Mb hard disk 

System AT40 40Mb Hard Disk unit, super low price at only 

Mega ST2 special offer package - includes Mega ST2, 2nd 3.5” drive, 
mono monitor, SLM804 laser printer, ‘Microsoft Write’, ‘VIP Professional’, 
‘Fleet St Publisher’ and 90 days on site maintenance all for only 

NEC 5.25" External floppy drive 360/720K internal PSU, inc. s/ware 

Pace Linnet Modem Pack inc.cable & software 

Multiface ST backup / utility interface cartridge 

Philips 15" FST Teletext TV/monitor model 1185, with full rem/ctri & cable .... 

Philips CM8833 colour monitor c/w ST lead 

Philips CM8852 as above, higher resolution 

Cameron Handy Mouse, high quality replacement ST mouse 

Vidi-ST 16-tone video frame grabber inc. digitisi 


PRINTERS 


All prices include VAT/delivery & cable 


We use and recommend Star printers 

ee Since they offer an unbeatable com- 
bination of features. print quality. relia- 
bility and value. Make the sensible 
decision - get it right with a Star printer 
at Our special. alt in. prices. 


Only £199.00 


Colour version also available, 


Only £249.00 


Hugely successful 9 pin printer, the Star 
LC10 provides 4 NLQ fonts Wyte 96 print 
combinations) at 36cps and 144 raft. 
Has a large 4K buffer and IBM/parallel 
interface buiilt in, includes a comprehen- 
sive front. panel operation and features 
tee parking, allowing single sheets to Prices include 2 extra 
used without removing tractor paper. black ribbons free of charge. 


Star LC24-10 feature-packed multifont 24pin printer 

Star NB24-10 24 pin, inc. cut sheet feeder + 2 extra ribbons 

Star NX-15 budget wide carriage printer 

Star NB24-15 wide version of NB24-10, inc. cut sheet feeder 
Panasonic KXP1081 reliable + sturdy 9pin 10” printer 120/24 cps 
Panasonic KXP1180 super new feature-packed multifont 9 pin 11° 
Panasonic KXP1124 new good specification multifont 24 pin 11" 
NEC P2200 budget 24 pin 168/56cps 

Epson LX800 popular budget 10” 180/25 cps 

Epson LQ500 good 24pin 150/50cps 

Citizen 120D budget 9pin printer 120 cps 

Citizen HQP-45 bargain wide carriage 24 pin printer 


3.5"" Disks 


10 Bulk packed DS/DD 3.5” disks 
with labels, fully guaranteed ....... 
25 bulk disks as above 
10 disks as above with plastic case 
25 disks as above, with 40 capacity 
lockable storage unit 
Kodak DS/DD 3.5” disks, top quality 
storage media. Box of 10 
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Phone us with your 
ACCESS or VISA 
card details on: 

@ 0386-765500 


ATop Quality 2nd Drive for the ST 


uu. Qt Q price that makes sense! 


Fully featured, fully compatible 
ST drive available NOW 
at an ultra low price 


EVEN | 
LOWER | 
PRICE! 


An external | 
2nd drive for the 

Atari ST at an ultra low £82 q Le 
price - complete with its own plug-in pete Be o ; 
supply! Based around a top quality Citizen drive # ; F | 
mechanism, this drive gives the full 720K formatted ee VAT | 
capacity. Quiet in operation, neat slimline design, ¢ 4NQ Getivery - 
colour matched to the ST, with along connection # Why pay more? 
cable for location left or right of the computer. ate Sa 

DISK 


DISECTOR” “2° 


@ SOFTWARE BACKUP incorporating turbo nibbler 
Version 5 backup incorporates a very fast and powerful 
menu-driven backup utility. Makes use of all available 
drives and memory. 

80 SOFTWARE BACKUP PARAMETERS 

Now with 80 individual parameters to backup and 
de-protect even the toughest of protection schemes! 
FAST BACKUP VERSION 2 

Will backup a non-protected disk very speedily, using 
‘File Allocation Copy’ techniques. 

EXTERNAL DRIVE BOOT 

Allows many programs to startup from drive B. 
ORGANISER ACCESSORY 

Providing extremely useful disk management commands 
under one _ desktop-based accessory, including 
FORMAT, RENAME, DELETE etc. 

SPECIAL FORMATTERS 

Increase your 3.5" disk user storage capacity by up to 
25% and improve access speed by up to 30% with these 
two new disk formatters provided | 

@ RAMDISK and SET DA ME accessories. 

| ¢ plus UNDELETE, DISK ANALYSIS, UNFORMAT 
AVAILABLE! DISK SPEED CHECK and much more |! 


Only £28.95— 


OLTIMATE 
ATARI ST 


Existing users - upgrade your 
Disector ST disk for only £7.95 


Timeworks 


Data Manager ; Cyber Studio (CAD 2.0) ............ceseeesces £67.95 
Data Manager Professional .................. £52.00 ¢ Control (animator) ..............0.000.. £44.95 
UI NG oni chs Eases eadaes adectn cense tenn E20.85 ° Cyter Feit 2.06 orion c cwsccsscccocecces £54.95 
Sexnbusabigensesu’ cssdoubabaskeuntenncied COTE CAD I TQ iisaccdicspeomscorcivasseihosnguttnacin EUROS 

FACING: Spe MA oe Te £74.95 Architectural/HumanFuture design ...... £22.95 

perdiatia whois a dud Nistnaia, seniiac £37.50 Genesis molecular modeller ............... £22.95 

GFA Stereotek glasses ooo... eccecceeeeeees £145.00 


Hee ee ner esses eereseseereeees 
evese 


POPP OOO ee eee ere eee ees Eseseeeeeeceeneeeeseees 


eeeescccasecccecccsecesesss = fe tw eww 8 NALLY LOA SOURIUN )...... 


Carrier Command ..........ccccccccccseseseceeeees £18.95. Fast Basic ROM.................c..sccscecosssses 
Flight Simulator |............c.eccecssseseseeeee £37.45 Fast Basic Disk 2.0... sccsessesescees £37.95 
coy, ERE paeee ARIA DDE ASS ea oa £16.95 Fleet Street Publisher oo... ee £86.25 
SHOP SOIWCE ons cian cecsccssseeisedicsessssessee £16.95 FTL Modulla-d ...........c.s.ccosscsccnssssescesssece £55.95 
URI Si 20a Lists sit cbs apnea cava de estienbacalle £18.95 NSUIN, = sass sssncescesssssoerssevisvedisverjasinussbees £79.95 
Lets make... od aaa abaeunshanccdseuensentsepesabWeansee eg 
Signs and Banners .......:......c.cceceseseseeseees £8.95 Pro Sound Designer Mk.II ..................2. £58.95 
G POI ah ciabedstiaoincenskite poo saraes SERS > PMN ci vcpid terns ead etlaicaiicensss oasnebauiks £79.95 
Calendars & Stationalry ..............sscseeeen £8.95 Super Conductor ooo... ccccessceseeee £37.50 
Art Library 1 (Clip art) ...........s.cccseeeseeeeees £8.95 P. version 2 ............ £69.00 
Art Library 2 (Clip art) ............ccceeecseseeees £8.95 Word Perfect V4.1 oo £149.95 


EVESHAM 
WORCS WR11 4SF 


© 0386-765500 


Govt., educ. & PLC orders welcome 
Same day despatch whenever possible 
All goods subject to availability, E.&0.E. fax 0386-765354 
Open to callers 6 days, 9.30-5.30 telex 333294 


Also at: 1762 Pershore Rd., Cotteridge, Birmingham B30 3BH Tel: 021 458 4564 


Revenge of the Pacpeople! With all that blasting going on it's important to cover your ass. 


"You are the last Grid Runner. The fate of life, the 
universe, and pretty much everything else is in 
your hands." 


The Earth is under attack. Those 
despicable green Slimelords of the 
planet Xtharrgg have, for no apparent 
reason, decided to invade. Using a 
myriad of heavily-armed space fleets 
they plan to take over the entire plan- 
et. However, there is one chance. We 
just happen to have a few of the latest 
Vorton Hyper X-13 UltraStarfighters 
handy. But wait, there's still one prob- 
lem. You! It has been decided that you 
are the only pilot capable of defeating 
the advancing alien hordes. Let battle 
commence. 

Super Grid Runner is controlled 
totally by the mouse. Players can 
select on which of the sixty-four grids 


GRAPHICS: 78% 
SOUND: 75% 


LASTING APPEAL: 71% 
ADDICTIVENESS: 75% 


DIFFICULTY: AVERAGE 
0] 


GRIDRUNNER 


ee ee) AMASOFT (£9.95) = == a i 


to start their mission. Of course, to 
get a good score it would usually be 
advisable to begin on level one. 
However, veteran Runners can start on 
later levels without being penalized as 
a ‘starting bonus' is awarded for com- 
pleting the first level of every mission. 
The firepower of your 
CltraStarfighter can be greatly 
enhanced by the correct use of the 
detachable nosecone. Clicking the 
right button causes the cone to attach 
itself to the ship. The advantage of 
having the cone attached is that your 
ship fires a wide laser bolt which 
destroys everything in its path. 
Alternatively, the cone may be left in a 


Jeff Minter is famous for original 
and diverse games, however, I felt 
Andes Attack was a little staid. I 
am therefore glad to report that 
Super Gridrunner is something 
very definitely new and, what"s 
more, the graphics, sonics, and, in 
particular, the gameplay are of the 
highest standard. The sixty-four 
alien-riddled levels positively ooze 
excitement and anticipation. Like 
all Minter creations, Super 
Gridrunner is full of neat little 
touches including a well designed 
savable high score table. For the 
blast'em up fan looking for cheap 
thrills, Super Gridrunner is a 


must. HG 
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To think that Jeff Minter first creat- 
ed this in only 3.5K on a 
Commodore VIC20 is incredible. 
Many people may have thought he 
would have advanced to better 
games. What a mistake! Super 
Grid Runner is brilliant, pure 
arcade zapping. There are now so 
many games on the ST but no-one 
produces games like Llamasoft. 


The game's graphics are really fast 
and colourful, while the sound 
effects are some of the zappiest I've 
heard. To call the gameplay addic- 
tive would be a gross understate- 
ment; Super Grid Runner has 
taken its place amongst my 


favourite games - magic! 


NC 


_ 


strategic position; both the cone and 
your ship will emit laserblasts. 
Independently, your ship will only fire a 
single shot. However, if you shoot into 
the nosecone, the blast will be aug- 
mented and three separate shots pro- 
duced. The player can control the 
direction of the shots to suit the pat- 
tern of the oncoming aliens. 

The aliens come in varying forms. 
Rail Guns move slowly along the 
screen's edge, firing only when you 
cross their path. Snakes are the most 
common aliens which travel across 
the screen like those in the classic 
arcade game, ‘Centipede’. Later, the 
meanies start to resemble eyeballs, 
spiders and even Pacmen! There are 
various bonuses available to Runners. 
Collecting a Yak will yield greater fire- 
power for a limited period; the collec- 
tion of a shield will supply just that; 
and bonus points can be gained by 
gathering falling Llamas. 

A Runner's motto is 'Never 
Surrender’. Should you find yourself in 
an impossible situation you can opt 
for martyrdom. This process kills all 
aliens on screen, offers a ten-second 
shield and loses you a life. However, 
the game will continue allowing you to 
complete the grid. For each grid 
cleared the player's 'bonus multiplier’ 
will be increased. Therefore, if the 
multiplier has reached five, its maxi- 
mum, the player can get into some 
serious scoring! Having lost all five 
ships the game is declared over, and if 
the player's score is high enough it is 
posthumously saved onto the high- 


score table. 


Aliens appear at all angles, correct use of the 
nosecone should keep most of them at bay. 


"In the latest of their film licences, Ocean put you in the heavy, metallic 
boots of Robocop. Citizen, you have thirty seconds to comply..." 


| 


When Ocean acquired the rights to 
Robocop a few months back, they had 
the difficult dilemma of either basing 
the game around their own story board 
or simply converting Data East's coin- 
op. In the end, they did what was prob- 
ably the most logical answer: they com- 
bined the two. In case you haven't seen 
Orion's movie, the story revolves 
around the mechanical adventures of a 
futuristic law-enforcer. It begins when a 
new cop called Alex Murphy is drafted 
from his relatively safe patrol area, to 
the extremely volatile Old Detroit beat. 
And, true to the city's form, Murphy is 
killed on his first day, mutilated at the 
hands of a vicious gang of drug barons. 
When what is left of Murphy's body 
is brought in, the all-powerful OCP cor- 
poration decide to experiment on it, 
hoping to produce a robotic policeman 
who will be impervious to enemy 
attacks. They had been toying with the 
idea for quite a while, but their first 
attempt, a cumbersome beast called 
simply, ED-209, malfunctioned, killing 
a member of the board, and thus was 
scrapped. But now OCP's head man, 
Bob Morton, sees Murphy's death as an 
opportunity to use dead cops in a 
robotic shell. During Murphy's program- 
ming, he is given four basic rules he 
cannot break: 1. Serve the public trust. 
2. Protect the innocent. 3. Gphold the 
law. 4. RESTRICTED INFORMATION. 


When a popular movie license is 
backed up by great game-play, 
you've got an unbeatable arcade 
game formula. Over the years, 
Ocean have made the field of 'movie 
games’ their own, and Robocop is 
the latest in a series of all-action 
titles. The animation of the main 
sprite, the metallic cop, is as relent- 
less and unstoppable as its movie 
counterpart, and the action is con- 
stant and frantic. The shooting 
gallery and photofit supply some 
variety in the game-play and also 
allows you to rest your weary firebut- 
ton clicking thumb. Like Robocop 
himself, this is a hard and merciless 
game which takes no prisoner and 
will appeal to fans of the action- 
packed Commando/Rambo genre.. 


JS 


After the final tests, Robocop/Murphy 
is sent out on patrol - unfortunately, 
still wanting revenge for his murder - 
and it is here that the game begins. 
After a brief news flash from a 
smarmy-looking newsreader, 
Robocop's patrolling begins. Each of 
the game's levels is set against a strict 
time limit, and involves making your 
way through the horizontally-scrolling 
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levels, killing any thugs that hamper 
your progress. Robocop's only weapons 
are his metallic fists, which can knock 
a man flying, or his leg-holstered pistol 
- but this is only drawn to deal with any 
criminals hanging out of windows or 
when a gun is pulled on him. Along the 
way, this latter weapon can be 
enhanced by smashing any obstructing 
crates and collecting the icons within. 


COVE rcLon mee 
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Although Ocean's Robocop isn't a 
direct licence of the arcade game 
the graphics are very similar. The 
animation is also well presented, 
the metallic Robocop stalks his 
mentors in a most menacing fash- 
ion. I particularly liked the between- 
level intermissions, especially the 
photofit section - what ugly mugs! | 
The music and sampled speech is 
also brilliant, the up-beat tune com-— 
plements the frantic action nicely. 
For me, Robocop is undoubtedly a 
winner. The difficulty level is just 
right, the more I persevered the fur- 
ther I managed to get. Needless to — 
say, I'd buy that for twenty quid. 


NC 


Robocop can then arm himself with 
accessories, such as three-way firing 
guns and larger-calibre bullets. 
Obviously, though, the criminal forces 
aren't going to let him plough through 
them, leaving a trail of corpses in his 
wake, but also attack, using machines 
guns, grenades and by running into him 
on motorbikes. All these constant 
assaults deplete Robocop's energy bar, 
and if this is exhausted, he falls to his 
knees and the game is over. However, 
this untimely demise can be halted by 
collecting little pots of health-restoring 
baby food that are scattered throughout 
the levels. 

Once the end of the first level is 
reached, Robocop comes face-to-face 
with one of the Corporation's ED-209 


bicenced ¢rom 
nit nimi). 3 


00331022. — \4 
i ee ae 3 ee, i wae 
: 


ee 
ae Bs 
ue 


= ge 


ensues, and, providing you don't die 
first, the prototype backs off, smoking 
heavily from its damage. A message 
saying 'Stage Cleared' is now shown, 
and Robocop returns to the station for 
a spot of target practice. The game now 
switches to first-person perspective, 
with the targets coming towards you. 
Using the cross-hair sight, you are 
given a short time in which to hit as 
many of the targets as possible. Once 
the time limit has expired, Robocop is 
sent back out to the streets, this time 
to battle his way through a criminal 
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stronghold. Once again, he is attacked 
from all sides, and must protect himself 
with his fists and gun, but now he must 
also use his super human strength to 
knock down any walls that block his 
path. When he reaches the end of this 
level, a large van carrying a number of 
criminals attempts to run him down. By 
repeatedly shooting the van's driver, it 
eventually comes to a halt, and the 
van's occupants clamber out and attack 
you. Survive their onslaught, and it's on 
to the photo-fit section. 

By using the police station's com- 
puter-controlled photo-fit machine, 
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Robocop is quite simply the best film licence I have seen. It captures all of the 
film's atmosphere and, more importantly, its action, too. The hordes of criminals 
who constantly attack our cast-iron hero, make this a fairly difficult game to 
progress in, but, believe me, you'll want to keep trying! The graphics throughout 
are excellent, and the scenes between the scrolling levels add a great deal to what 
already is a classic game. There has obviously been a lot of time lavished on 


Robocop, and it really shows. Miss this and you are missing one of the hottest 
games of the year. As they say in the film: "I'd buy that for a dollar!" 


between the offered 
features, an exact 
replica must be 
made before the 
time limit expires. 
Do that, and, once 


again, you go outon | pPyIEFICULTY: AVE/HARD 


the beat. Now, you 
must shoot and IST DAY SCORE: 15350 
punch your way 

through a decidedly 


show 


anti-cop junk yard, named criminal who is on the compa- 
complete with ener- ny's board of directors. A fully-repaired 
gy-sapping magnets ED-209 stands in your way, and only 
and falling girders. when it has been destroyed can you ful- 
Survive this, and fil your duty - providing you can over- 


you are attacked by ride your mysterious fourth directive... 
one of Murphy's 


murderers - this 


time in a large 
Robocop must identify one of Murphy's _ crane. Survive this, and you must 


original killers. A whole host of digi- destroy the drug barons' factory, when 
tised bits of faces appear on the right you can make your way to the OCP 
of the screen, and by swapping building where you hope to arrest a 
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BARGAIN SOFTWARE 60 Boston Road, London W7 3TR 


309 Goldhawk Road, Shepherds Bush, London wi2 8EZ 
18 Market Square, Leighton Buzzard, Beds 
“675 Holloway Road, Archway, London N19 
“Unit 33/34 Rumford Shopping Hall, Market Street, Romford, Essex 
OPEN TO THE PUBLIC 10am-8pm 7 DAYS 


ENQUIRIES RING 01 567 7621 


Quantan Paint Gold Edition 
Retail £24-95, our price £16.95 


pie ella RRP OUR TRIAD ONLY £19.99 aia noes ee 
PRICE DEFENDER OF CROWN + BARBARIAN Suet a 
7 ole cape oe RSET? OD © (PSYGNOSIS) + STARGLIDER Sean ddkuapet co ee 
PSTNOTICOM: CI WOK 5am occa inde conch cccussscccdacsocccasscaadecseoces 19:95).........°..: 8.99 SOTA ics eee is vcicaavacerenddsccste ee conncaee ow sectae aioe 28 9S cc55aucx 14.99 
POP MIN oaclapx2shaiesc decesccasesaccnupiciupeniconermcecies 24.99.00... 15.99 SOCCO MAMAGOH .........sescscsesesesesnenstssesnetseessesseaeenseees 19.99............. 12.99 
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BARGAIN SOFTWARE ORDER FORM ST ACTION 13 MAY 


PRICE PROMISE 
If ish t h duct f list 
and find that you can buy the same product|| BUY BY PHONE 
cheaper from another mail order company, simply 017411222 01995 3652 


enclose the lower amount, stating the name of the 


other company and where you say the advert (it 0525 371884 
must be a current issue). Price Promise does not 


apply to other companies’ “Special Offers". 


Please send me the folowing titles. BLOCK capitals please! 


Type of computer 


Ba oy ent Please make cheques or postal orders payable to BARGAIN SOFTWARE 
x N ecco Price includes P&P within the UK. Europe please add £1.00 per disc. 


* PERSONAL CALLERS ONLY. 


Elsewhere please add £1.50 extra per disc. 


PREMIER MAIL 
ORDER 


(Trybridge Ltd) 
Formerly Trybridge Software Distribution 


CONOBRUS CBSE: cocccindsossooscbessssectertusacseeteteg é 
CCR MIB tosansincks saaxsorsadvatonindernotnss sttesavarsne : 


ERAN EWG wii vcs sn ocivesnenintinbatossosbensiovioinein 11.99 
DR Unc acctscessncasccnsassetadhoracsonansenassi 11.99 
EPP OD MERRIE To isciiceck sssctcovncsscrtiovesenicasdarse 14.99 
PRE AEND sscsartuagcdscincascocnsemsanicenpusrksenkapions 11.99 


Empire Stikes Back 

Bro Syratee: SHGHS i .s.cscscassasaccivesseceqeevensee 16.99 
F 16: Com batsPilot:.....ccctccccexiescasesccocssveseasocces 16.99 
Foal tan FIG aoc. scckevenchercdescctcessocsacccsescseeatecciea 14.99 
Past: Basi © DiSGsccceies socsegcdsovscssceesvesasseceaeeasiee 31.99 
Fast Basic Rom 


Plight Sim 2. 26. 

FE OE  erpsberenstsraracsentiwceseezsatenonitins 13.99 
PRE TAB PRE i insscttssnnctvdcseitlensccesandcunnt 13.99 
BONE ING FIND peri estoagetenwsactin toaeysbevcssersionavs 13.99 
PUY Ang SUM Sistas csicectsscateninessantscleseoipetepaate 14.99 
FOOCDOIE DAP OCIOE 2 sn secceccseccicusscceccecsvesseneiss 11.99 
Football. Manager 2 q.........ccccveesscoscensquarveccossse 11.99 
FOE ERE 2 SOD BIE osc ssccesescoccazponscbonevonmnssaviias 8.99 
Pun School 2 (Under 6)... 15.99 


Pun School 2 (6 to 8).. 

Punt School 2:(over 8) ..ccsecesscsesesdeseossseesneees 15.99 
OBE ceil che soosssevandestaavoaniasvonbelocadeneniust 17.99 
Galdregons Domain ..............scscscsssssssseesees 11.99 


Catt OE TOWED on ccvesiseceensscsepsnsidecasesncnpecstict 14.99 
UBD ccna ccctonasscenssoesicioiseasscenciusssnanssncncente 14.99 
Fh Fe I ae sao oecscceeesinccntanitiededavicageeoeeene 9.99 
RST GRE ote sacctnacasnssocessastsscensvtnmaaasinen 11.99 
EFRON WOE BTL AR icecsoncccnisesecscecnsiesesenténcser 7.99 
PRION, hori cnstsciin soccsincstecesensctapsosnieonesibenncnse® 14.99 


Please send Cheque/PO/Access, Visa No. and expiry date to: 
PREMIER MAIL ORDER 
8 BUCKWINS SQUARE, BURNT MILLS, BASILDON, ESSEX $513 1B) 
Please remember to state the make and model of your computer when ordering P&P Inc. UK 
Europe add £1 per item. Elsewhere add £2 per item for airmail. 
Telephone Order: 0268 590766 New releases sent on day of release 


Inc Shrink Sphere 

Fiat RMB Fi scscvsssviesoqcosesessengnsecbeschassnasoasneaeed 13.99 
SOND CE TIE cin hccscisccoashpacacbcaseaabeasarettinntons 13.99 
DORUBE San ccesecenseacescouechaniaconiacvenngeraalgncipnsadinatpics 7.99 
Kennedy Approach .........scscsssssssssessmessesseees 14.99 


PURI PRAUINOS socieacnancnancansnbonsenpicssinisinenenennncshiesae 13.99 
NOTES tOT ..:0.cscseccsescsesessonesenseesosesevsveccssserseseseen 9.99 
Operation Horm ..........sseccecsscessereseeeessenes 11.99 
Operation Wolf kl 99 


POPUIOUS. ......ccseccccssssscnesvevesoncansoensesscessoososaees 16.99 
Pre Gi uis: Mie tl cosa co sedccccacccssactacesvasscesvecsossess 15.99 
PHOMISS: COMBSCUON :..0, sci seciccscccaccsscsasceessosscssse 18.99 


4 Socoer Sémmiull 8008 5. cocks eccccecerctessaccscecscosesnse 11.99 | 


TRY PRROON sss ccitnssdssscrensesccasesveansrsenenesensosansenseutin 9.99 
Vindicators (Domark) .........sssccsssccssssccessescees 11.99 
WGC [le Mang sas cccescetssscctestececeacsvascsnesacescscecn 11.99 


MAIL ORDER ONLY 


LATEST WARGAME, FANTASY & SIMULATION GAMES:INCLUDES USA IMPORTS 
GRAND FLEET .. COMPUTER MODERATED BOARD WARGAME FROM SIMULATIONS CANADA:SURFACE NAVAL 


BATTLES OF NAPOLEON .. FROM SSI:4 BATTLES PLUS COMPLETE DESIGN YOUR OWN KIT:7 TERRAIN TYPES & 

5 ELEVATIONS @100 YARDS PER ‘HEX’:HIGHLY DETAILED LOGISTICS:DUE SOON 
EMPIRE .. STRATEGIC GAME OF GLOBAL CONFLICT INCLUDING PROD’N:INDIV. ARMY,AIR & NAVAL UNITS 
STELLAR CRUSADE .. SCI-FISTRATEGY GAME OF EXPLORATION,ECONOMIC POWER & MILITARY CONQUEST . £29-95 
FIRE BRIGADE .. HIGHLY DETAILED & GRAPHICALLY EXCELLENT WWII ARMORED CONFLICT AT KIEV:JUNE . £37-50 
DEMON’S WINTER .. FROM SSI:LARGE FANTASY RPG-ASSEMBLE PARTY OF 5 TO DEFEAT THE EVIL "MALIFON’ . £21-50 


POOLS OF RADIANCE .. EPIC FANTASY RPG FROM SSI/TSR SET IN "THE FORGOTTEN R 


COMBAT SHOWN IN 3D 


ULTIMA V .. LATEST IN THIS CLASSIC FANTASY RPG SERIES 


# 


EALMS’:TERRAIN AND 


“:DUE SOON ... £28-50 
“:DUE END MAY . £28-50 


INLUDING OFFICIAL ‘HINT BOOK" 
PALADIN ... FANTASY RPG:PARTY OF 9:MANY SCENARIOS TO COMPLETE/DIY-DETAILED TACTICAL COMBAT . £21-50 
BREACH ... SCI-FI RPG:-COMMAND SQUAD OF 20 "SPACE MARINES’ TO COMPLETE MANY SCENARIOS OR DIY .... £21-50 


PALA®IN & BREACH SCENARIO DISCS 


ADD ADDITIONAL QUESTS/MISSIONS FOR YOUR PART Y/SQUAD 


£12-50 


MILLENIUM 2.2 ... GRANDIOSE SCI-FI GRAPHIC STRATEGY GAME-HUMAN RACE DEPENDS UPON YOU: SOON .... £22-50 
PIRATES .. FUN BUT NOT "TOO ARCADE’ GAME SET ON ’THE SPANISH MAINE’:LOTS OF NICE GRAPHIC DETAIL . £21-50 


GONE FISHIN’ .. 3D GRAPHIC BASS FISHING SIMULATION:TRY SOMETHING DIFFERENT:LOTS OF NICE DETAIL ... £32-50 


COMING SOON- THERE ARE MANY GREAT GAMES ‘ON THE HORIZON’:PLEASE RING US FOR THE LATEST INFO ON 
THE FOLLOWING: RED LIGHTENING .. BRIG. LEVEL MODERN WARGAME - UNIVERSE /// ..'BIG’ SCI-F/ RPG & MORE 
ARMADA .. ELIZABETHAN NAVAL WARGAME - M4. B.7. .FROM SIM. CANADA-MODERN TACTICAL ARMORED COMBAT 
MICROPROSE SOCCER .. EXCELLENT GRAPHIC SPORTS ST. - STAR COMMAND .. FROM SSI] LARGE SCALE SCI-F/ RPG 


SEND LARGE SAE FOR OUR FREE CATALOGUE & DISCOUNT VOUCHER 


POST & PACKING -: FREE IN UK - IN EUROPE £2-00 PER GAME - OUTSIDE EUROPE £4-00 PER GAME : SENT Ist CLASS / AIR 
PAYMENT : WE ACCEPT VISA - ACCESS / MASTERCARD - UK CHEQUE OR POSTAL ORDER - EUROCHEQUE - REG’D. CASH 


Computer Adventure World 


Bank Buildings, 1A Charing Cross, Birkenhead L41 6EJ 
Telephone: 051-666 1132 


"Just when you 
thought you could for- 
get those 'Nam games, 

Butcher Hill comes 
along and opens up 
those old wounds 
again." 


The mission is split into three sections 
which offer as many different types of 
game-play, and your final objective is to 
wipe out a major enemy stronghold. 
But first you must reach enemy territo- 
ry by travelling along a 'perilous' river in 
an inflatable dinghy, The screen shows 
a rear-view of the dinghy and using the 
joystick you must steer the craft 
around the twists and turns of the river, 
avoiding mines and enemy aircraft fire. 
You have no control over the speed of 
the craft and the screen scrolls relent- 
lessly onwards as you bounce over 
rocks and weeds, dodging the mines 
and enemy bullets. Allied planes drop 
consignments of first-aid kits to boost 
your energy and ammunition, and guid- 
ing the boat over the top of the supplies 
picks them up. You must collect as 
many consignments as possible in 
order to last the entire mission. 
Eventually, a jetty appears and the 
dinghy automatically steers towards it. 
Your commando jumps out of the boat 
and runs into the jungle. 

The screen changes to a dark jungle 
scene as seen through your eyes, and 
moving the joystick from left to right 
enables you to look around for clear- 
ings in the trees. Pushing the joystick 
moves you forward through the jungle, 
but you must avoid running into trees 
which obviously depletes your energy. 
Your only briefing is that the enemy vil- 
lage is in a north easterly direction and 
by using a compass you can navigate a 
path through the trees. Suddenly, a 
Vietcong steps out of the bush and lev- 
els his gun barrels at you. A floating 
gun-sight appears on screen and, 


DIFFICULTY: AVERAGE 
IST DAY SCORE: 1650 


oes oe ees eee ee GEREMLIN (£19.99) oe ee ee 


Ocean's Platoon smashed the typical commando-game mould and greatly 
enhanced the eerie atmosphere of jungle warfare. With Butcher Hill, Gremlin 
have attempted to take the genre a stage further with less success. The different 
game-play perspectives are quite effective, but the game-play is lacking in 
every level. From sailing down the 'perilous' river, where you can easily avoid 
some very predictable hazards which change from game to game, and through 
the dingy jungle scene, you eventually reach the only redeeming action in the 
game, the enemy village. But I'm not entirely sure it was worth fighting for. 


Butcher Hill comes as a real disap- 
pointment. Each of the stages are 
varied, but not one of them stands 
out as being particularly impres- 
sive. None of the game's levels are 
taxing, and there isn't any real 
sense of involvement, with the 
sound and graphics being only 8- 
bit standard. Basically, there are no 
redeeming features in Butcher Hill. 
The gameplay is antiquated and, at 
best, the game offers only an 
hour's entertainment. If you want a 
decent 'Nam game, take a peek at 
Ocean's Platoon, it offers ten times 
more enjoyment than this. 


quickly, you must aim and fire. The 
enemy has set up supply depots 
throughout the jungle which are heavily 
guarded. Equipped with automatic rifle 
and whatever ammunition you picked 
up on the river, you must survive the 
jungle in order to complete the mission. 
If you are overwhelmed by the enemy, 
you can quickly retreat into the relative 
safety of the jungle, by pulling back on 
the joystick. With the enemy forces 
aware of your presence, the jungle is 
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swarming with Charlies and you must 
be constantly ready for an attack. The 
area is mined and the jungle grows 
more dense as you draw closer to the 
enemy village. 

At Butcher Hill, the village buildings 
emerge through a clearing and you have 
limited time to grenade the buildings 
and devastate the stronghold. Pushing 
the joystick forward and pressing the 
firebutton launches grenades. The 
enemy troops try and escape from the 
buildings to bring reinforcements and so 
they must be shot. By now, ammuni- 
tion supplies are running low and time is 


running out. 


In Butcher Hill Gremlin attempt to enhance the atmo- 
sphere of warfare with different perspectives of 
gameplay 


One of the opposition's players is sent skidding whilst attempting a sliding tackle during a sudden 
dowmpouwr.. 


"Ere we go, ‘ere We go, ‘ere we go... After what 
seems a life-long wait, Microprose finally release 
_ the long-awaited, 16-bit conversion of their 
soccer game. Was it worth the wait, and will the 
ST-owning football fanatics be satisfied?" 


S@CCER 


mn a MICROPROSE (24.95) = mt ot 


When you think about it, there isn't a 
really decent, not to mention accurate, 
soccer game on the ST. First came 


Microdeal's International Soccer, which 


suffered from being two-player only 
and had very limited kick'n'run con- 
trols; then Peter Beardsley's Soccer 
hobbled on to the pitch, looking nice 
but playing at a snail's pace; and as 
for Satory's Hotball... well, the less 
said about that the better! The main 
problem with these previous soccer 
simulations is that they forget impor- 
tant things such as fouls, free kicks 
and penalties, and they also don't fea- 
ture very realistic ball movement. 
Anco's soccer was halfway there, but 
Microprose claim to have incorporated 
all of these aspects. 

There are two versions supplied on 
the disk: one a six-a-side, featuring a 
wall-surrounded pitch; and the other a 
conventional eleven-a-side played on 
an eight-way scrolling pitch. The 
length of either game is adjustable by 
using the game's very user-friendly 
control panel, and both have a unique 
feature which shows an action replay 
of the moves leading up to the goal - 
complete with a crackly VCR rewind 
effect and pulsating 'R'! Another fea- 


ture unique to Microprose Soccer, is 
the variety of kicks available. Whilst 
playing a game, the player under your 
control is the one nearest the ball, and 
possession is his when he manages to 
touch it. Having received the ball, the 
player can either dribble with it or 
shoot. If you decide on the latter, the 
style of the shot is dictated by using 
different combinations of the joystick 
positions and fire. For instance, fancy 
‘Banana’ shots can be used to send 
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I have been waiting for the ST ver- 
sion of this ever since I first played 
the 64 version, and I am glad to say 
that Microprose haven't let me 
down. The game plays at a slightly 
slower rate than that of its 8-bit 
counterpart, but not enough to 
detract from the amazing gameplay 
- and amazing it certainly is! The 
players respond well to your con- 
trols, and the wealth of shots will 
appeal to all of you footy fans out 
there. As with all Microprose 
games, Soccer features all of their 
usual helpful options, allowing you 
to alter things, such as the curve in 
your banana shots, and the length 
of the game, and then there is the 
cup to try for. What with Anco's 
Kick Off last month, footy fans 
have never had it so good. If you're 
not sure which one to buy, take a 
look at them both. But, to tell the 
truth, I'm over the moon about this 


one, Brian. 
SM 


Every now and then, a game comes 
along that just wipes the floor with 
its opponents. Microprose Soccer is 
one of these. With its wide variety 
of kicks, and its ‘easy to learn but 
hard to master' controls, Soccer just 
pushes all of the older soccer games 
out of the way. The overhead view 
has been done before in Anco's Kick 
Off, but Microprose's larger graph- 
ics are more endearing than Anco's 
tiny stick men. Basically, you have 
got to have this game. It is unsur- 
passable in terms of both playabili- 
ty and style; so do yourself a favour 


- buy it now! 
JS 


the goalie the wrong way, or you can 
confuse the defence by running away 
from them and using a 'Pele'-style 
overhead kick. For all these shots, the 
strength is governed by the length of 
time the fire-button is depressed, and 
if you don't run with the ball, but sim- 
ply depress the firebutton, you can hit 
a high lob that will pass over your 


Having scores 
a goal, you are 
given a chance 
to gloat thanks 
to this novel, 
not to mention 
crackly, VCR 
action replay 
effect. 


The six-a- 
side tourna- 
ment, com- 
plete with 
wall-sur- 
rounded 
pitch and 
wandering 
goalies. 


GRAPHICS: 83% 
SOUND: 77% 


opponents' heads. In addition to the 
multitude of shots, it is even possible 
to gain possession of the ball by per- 
forming a sliding tackle - something 
that sends you skidding if a sudden 
downpour begins - yes, they've even 
incorporated the chance of a surprise 
shower! In addition to all this midfield 
tomfoolery, unlike other football 
games, you have complete control 
over your goalkeeper. When the oppo- 
sition attack and reach your penalty 
area, control is switched to your 'keep- 
er, and, in the same style as the kick- 
ing of the ball, the joystick allows him 
to perform breathtaking dives in which 
he literally plucks the ball out of the 
air! Once the goalie has possession of 
the ball, all of the other players must 
clear the penalty area, allowing him to 
punt the ball up field with a massive 
goal kick. 

When you play in the international 
games, there is an option to take part 
in the World Cup, or simply to practise 
by playing your way through the vari- 
ous foreign teams. By choosing the 
country you wish to represent, you are 


I was first introduced to Microprose 
Soccer by Steve - that was on his 
Commodore 64. Now, after what 
seems almost like eternity, I can 
play it on my trusty ST. Oh, and 
what a game it is too. Microprose 
soccer has it all; banana shots; over- 
head kicks; and even flash flooding. 
The graphics are very nice, too. I 


particularly liked the way in which Only half way 
the computer replays the action, into the first 
giving the goal scorer time to half, and 
admire his skills. The sound is just already 

how I expected it, the bounce England are 
sounds reverberated from my moni- ee iat 
tor. Microprose Soccer is very, very vine ne fea 
playable. Something just kept he'll sort'em 
drawing me back to play it. With out! 


the addition of the comprehensive 
league layout and the six-a-side 
game, this football game will take 


some beating. 


NC 


then put into a group of five or six 
teams. The teams range in difficulty. 
For example, when you first start 
practising, you meet little-known 


squads such as Oman and Tunisia, but 


as you gain proficiency and start mak- 
ing your way through the levels, you 
will meet such 'giants' as the almighty 
Brazil. When you enter a cup, the diffi- 
culty of your group depends on the 
team you have chosen. England, for 
instance, and despite press criticism, 
will be placed against the likes of 
France and Sweden, who aren't the 
best, but are still regarded as far from 
a walk-over. To qualify in the next 
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LASTING APPEAL: 86% 
ADDICTIVENESS: 91% 


DIFFICULTY: AVERAGE 
IST DAY SCORE: N/A 


Do you really 
need a cap- 
tion for this? 


group, you must beat the as many of 
your group as possible and gain 
enough points to reach either first or 
second place in the mini league. 
Having achieved this, you are then 
placed in another group against 
stronger sides, until you finally reach 
the semi-finals. Obviously, if you man- 
age to fight your way through these 
successfully, then you are in for a 
chance to raise the Microprose World 
Cup from its stand. 


The mouse affords responsive control over Thompson as he tackles the slippery sea sprites and Flyers. 


"Looking for a game that's totally off-the-wall? 


Here's one that goes beyond your weirdest dream - 


Typhoon Thompson." 


A passenger transporter has been lost in 
the Omega ocean on the planet Arguar, 
and all are feared to have perished, except 
for one child. There is no alternative but to 
send Typhoon Thompson! 'Typhoo who?' 
The screen shows a beautiful sea with 
sunshine dancing on the water. Then sud- 
denly, a spacecraft hovers over, drop a lit- 
tle boat and two figures appear in the 
doorway. One, Typhoon Thompson, seems 
reluctant to jump into the sea and so the 
other administers an encouraging shove. 
Thompson lands on the jet ski and the 
spacecraft disappears. Guiding Typhoon, 
your task is to outwit the swarms of killer 
Sea Sprites which have already claimed a 
transporter and numerous rescue teams. 
It is believed that these strange beasts 
have hidden the child, but where? 

The mouse drives the jetski smoothly 
and swiftly across the ocean, but first you 
must stop between two islands and con- 
front the ancient guardians who endow 
Thompson with extra life and three more 
jet skis, and order him to retrieve a magi- 
cal dagger. This ancient artifact is hidden 
within a white Treasuredome in the center 
of a group of islands. A click of the right- 
hand mouse button lights the jet thrusters 
and the jetski shuttles towards the dome. 
The mouse steers the hovering skibike 
and moving the mouse forward sends 
Typhoon diving beneath the waves. Then 


emo DOMARK (19.99) == oe ee ee 


with a tap of the thrusters and pulling 
back on the mouse, Thompson reappears 
shaking the water from his hair. 

Thompson eventually arrives at the 
Treasuredome, which is set within a circle 
of buoys. But before you can retrieve the 
dagger, you must eliminate the slippery 
Sprites and evade the so-called Flyers 
which guard the dome. The Sprites live in 
the buoys and can be shaken out with a 
blast of cannon fire or ramming the islet 
with the jetski. The stunned sprites plop 
into the water, flounder momentarily and 
revive like startled frogs and jump, dive 
and swim to evade your grasp. Quickly, 
you must manoeuvre the jetski near the 
slippery Sprite and scoop it out of the 
water, before it returns to the safety of its 
buoy. The Sprites are protected by Flyers 
which are released as you ram or blast the 
buoy. Whizzing around the sea like little 
satellites, these variform protectors can 
push you off course, smash the jetski into 
splinters or send out repelling rays which 
force the jetski off course. Other Flyers 
look like harmless bubbles in the sea, but 
they can sink the jetski. Some even spit 
bullets, but by far the most dangerous are 
the Zappers which can vaporize our reluc- 
tant rescuer in a flash of light. As more 
Flyers are shaken out of the buoys, you 
can seek momentary refuge beneath 
waves. 
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I can guarantee that you have 
never played a game like Typhoon 
Thompson. It is one of the most 
unusual and original games I have 
ever reviewed and, what's more, it 
works! There are some ingenious 
visual effects and subtle touches, 
and the smooth scrolling across the 
ocean with the sunshine dancing 
on the water is magnificent. But by 
far the most ingenious graphics are 
the Sea Sprites which plop in the 
water and swim and jump like 
frogs. If you are bored with the 
usual storyboard and game-play 
dished up time and time again, 
then Typhoon Thompson offers 
something quite different. 


JS 


Typhoon Thompson is one of those 
games that come along every once 
in a while. I'm not sure why, but 
there is something just a little 'dif- 
ferent' about the game. The graph- 
ics are nicely presented, the anima- 
tion being particularly noticeable. 
Whilst Mr. Thompson frantically 
does battle to save the Sea Child he 
is accompanied by a tuneful bar- 
rage of sonics. The mouse controls 
are also very good, although they 
did take some getting used to at 
first. There is a very strong under- 
current of humour throughout the 
game - I laughed when the reluc- 
tant Thompson was bashed over 
the head and thrown into his 
dinghy. Overall, a good game but 
one | feel that people will sadly 


pass by. SM 


Once you have imprisoned every sprite 
from all seven buoys, you can manoeuvre 
the jetski near the Treasuredome and 
exchange the lives of the captured sprites 
for the dagger. Finally, you must return to 
the old guardians and give them the dag- 
ger, and they will send you on another 
three missions to collect other artifacts 
before you can rescue the child. STA} 


STA 


DIFFICULTY: DIFFICULT 
IST DAY SCORE: 6250 
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Take on the ‘king of the cues’ at his own game. This program offers both 10 and 15 ball snooker. 


"With snooker and pool simulations becoming 
more realistic, does this spell doom for snooker 
clubs and Pool halls?" 


CDS (£19.95) 


CDS stress that 'World Snooker' is a fully 
up-dated, advanced and improved snooker 
and pool simulation with many enhanced 
features. The great thing about this pro- 
gram is that it offers a variety of baize 
action with two versions of snooker, Pool, 
both UK and CSA rules - as well as the 
English and Carom version of billiards. In 
all of the games, you can pit your wits 
against Steve Davis's skills which, 
according to CDS, are somehow digitized 
and programmed into the game. The pro- 
gram boasts six levels of playing skill 
which progressively increase the comput- 
er-controlled player's ability to pot and 
snooker. 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: N/A 


Each of the five styles of game adhere 
to the normal standard rules with a few 
exceptions, and all of them apart from bil- 
liards Carom, are played by striking a cue- 
ball, pocketing coloured balls and snook- 
ering the opponent. Before the game 
begins, some digitized pictures of Steve 
shuffle on screen accompanied by a terrif- 
ic digitized recording of the ITV Snooker 
theme. On choosing the style of game, an 


overhead view of the appropriate table is 
presented on screen. It is customary to 
challenge Davis's micro alter ego at his 
own game, and there is a choice of a ten 
or a full fifteen-ball table. Next you choose 
the skill level of your unseen opponent 
which includes a beginner's level in which 
you can practise, and the computer can 
predict a shot. There is also a slow motion 
replay facility and you can zoom in on the 
table to see the action close up. 

At the start of the game, the balls 
have already been set out and you can 
position the cue ball in the D. Above the 
table is a sliding scoring board which 
moves automatically as you score, and at 
the base of the screen is a sliding power 
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Snooker simulations have never 
really been my cup of tea as | think 
it is more fun to actually go out 
and play the real thing. However, if 
I was to go out and buy a Snooker 
game, this would be the one | 
chose. The reason I say this, is that 
with CDS's game, not only do you 
you get a decent Snooker game, 
complete with realistic ball move- 
ment and easy to use controls, you 
also get versions of both American 
and English Pool and a French 
Billiards, which make this package 
excellent value for money. It proba- 
bly won't appeal to arcade freaks 
(although it appealed to me!), but 
it definitely deserves to be consid- 
ered. 


SM 


Steve Davis obviously considers 
endorsing snooker games an 'inter- 
esting’ proposition as this is not 
the first time that the ‘king of the 
cues' has been pixelized. This is the 
first time I have played a snooker 
or pool simulation and really felt it 
could improve my skills on the real 
table. The program is comprehen- 
sive and easy to use and like the 
endorser, the presentation is slick 
and professional with some terrific 
music and speech synthesis. JS 


shot gauge, a large cue ball with a mov- 
able cross on it for spin and a 'play shot’ 
icon. Clear speech synthesis prompts you 
to the table and using the mouse, you can 
move the cross for spin; and pressing the 
left-hand button increases the power 
gauge. Now the real skill of the game 
comes into play as you take aim with the 
cue. Cueing up is simulated by placing the 
cursor on the cue ball, and pressing the 
left-hand button sends a short line pro- 
truding from the ball. This line represents 
the line that the cue ball will take and can 
be moved with the mouse to any angle, 
and once you have taken aim clicking on 
‘play shot' sends the ball rolling into the 
pack. Steve takes his turn and pots a few 
balls and the voice synthesis prompts you 
throughout the game. The power in the 
shot and ball-spin are accurately simulated 
in this game and so an understanding of 
the power gauge and ball-spin increases 
your skill immensely. Additionally, a zoom 
facility enables greater accuracy at the 
pockets. 

The two pool simulations in this pro- 
gram demonstrate how much more diffi- 
cult and restricting the US rules in com- 
pared with the GK game. In CK pool you 
simply pot either yellow or red balls, but 
the US ruling states that you must desig- 
nate which ball you are going to pot and 
which pocket. Finally, the two billiard 
options offer a different aspect of play 
especially Carom billiards which has no 


pockets. 


: : The idyllic peace of the eastern cities before news of the gold strike arrived. 
After seeing their more recent 


high-profile releases, Goldrush 
could easily pass by unnoticed. 
Goldrush has been developed 
using Sierra's old graphic routines 
and, therefore, doesn't look as 
impressive as, say, King's Quest 
IV. However, as all adventurers 
know, things shouldn't be taken at 
face value. Goldrush is indeed a 
good game: Sierra have managed 
to combine intriguing gameplay 
within a historical setting. The 
puzzles at the beginning of the 
game are very easy, but midway 
through it, the going starts to get 
tough. Goldrush will test the 
hardiest of players, and only the 
most determined players will final- 


ly strike it rich. 
NC 
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"Sell your land, pack 
your bag and grab the next stage out of town. The Gold Rush is on! Go 
west, young man, and trek the path that is paved with the graves of the 
poor fools who never made it to see the gleam of California gold." 


m—t oo oe oe ee eee SIERRA (£24.99) oo oe eee ee ee ee 


Howdy Stranger! Pull up a cactus and snow will. And if you do struggle strike in the western states, waves of 
rest-up a spell. | guess you're another — through, what do you think you're gold-hungry men set out into the 

one of those crazy gophers suffering going to find? Oh yes, there's gold a- unknown to seek their fortune. There 
from gold fever? Well, I wish you luck, plenty in them thar hills, but there's were three main routes to the gold 
pardner, for you're going to need it. It's also murdering bushwackers who'll fields and none of them were easy. 
hell out there on the Gold Rush Trail. If shoot you down like a dog fer your Thousands travelled overland by wag- 
the Indians and the wolves don't get gold poke. gon-train, and perished in the deserts 
you, then the desert or the mountain When the news broke of a gold and mountains. Others took the long 


and arduous sea voyage down the 
eastern coast of South America and 
faced the fury of Cape Horn. Yet more 
adventurers risked a passage across 
the mosquito-ridden swamps of 
Panama and fell foul of the disease 
and quicksands. Tales of gold nuggets 


I liked it. The earlier portion of the 
game is a little easier than some of 
the other Sierra games, thus allow- 
ing you to feel smug and get into 
the mood of the times. Later puz- 
zles get much trickier and will 
cause many headaches. The book 
is interesting and actually deserves 
to be read. There is a whiff of edu- 
cation about the whole package, 
but don't be put off by that. If all 
history could be made as interest- 
ing as this, it would be no bad 
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The first of the many steamships tie up in the harbour to await their cargo of gold-hungry 
prospectors. 
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All aboard the steamer for a journey of a lifetime. 


lying in the streets of the mining 
towns drove city dwellers to gamble 
with their lives and pit their strength 
against the perils of the Wild West. 

This animated, Sierra adventure 
uses the block graphics of their older- 
style games, but it is no worse for 
that. There are over 150 separate 
scenes, many of which include ani- 
mated sequences. You play the part of 
a young adventurer who has decided 
to set off for the gold fields to find the 
brother, who left under a cloud years 
before. Providing you can find the 
price of the fare, you have the option 
to pick whichever of the three deadly 
routes to the gold you fancy. Be 
assured, none will be a picnic! A care- 
fully worded letter from your brother 
hints that he has found gold down by 
the river, but as he is a man on the 
run, he will be as difficult to locate as 
the gold. 

The object of the game is to com- 
bine fun with facts. You will be faced 
with the same real-life decisions that 
faced the pioneers and you will see for 
yourself how things 'pan-out'. Should 
you select mules or oxen? How do you 
prevent thirst-crazed pack-mules from 
dragging your waggon over a cliff in 
the rush to get to the river? What 
items should you pack for the trip and 
should you start out before the Spring 
grass is ready for grazing? 

The game comes with a compre- 
hensive book, packed full of the histo- 
ry of how the West was won, and also 
included is a large map showing the 
main routes used by the prospectors. 
Whether you ever live to see the flakes 
of gold flicker in your pan, or drown in 
a storm off Cape Horn, you'll certainly 
learn a few lessons from this happy 
mixture of adventure and story-telling. 

Owners of the older model ST's 
will be glad to hear that this game has 
been released on single-sided disks 
which ensures that they too can get in 
on the action. 
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TEXT/GRAPHICS: 78% 
GAMEPLAY: 78% 
LASTING APPEAL: 82% 
ADDICTIVENESS: 79% 


(below) It’s justice ‘Western Style’ for claim- 
jumpers and horse thieves. 


OK Tin-horn, now 
it's your turn. I'll be 
hog-swoggled if I'm 
going to jest set here 
runnin' off at the 
mouth while thar's 
gold out there to be 
found. Get 'em up 
and move'em out! 
And mind you keep 
an eye out for the 
Bacon Tree. Or was it 
a 'Ham-Bush'? 


Sierra must have a machine for producing these 3-D games. Ideas go in one end, 
the game comes out the other. It's the only explanation I have for why they can 
produce so many high-quality games in such a short period of time. This latest 
offering lives up to their reputation. The graphics are good, the animation is 
excellent and the sound is adequate. To start with, | thought the game was going 
to be too easy, but the further I got into the game the harder it got. I particularly 


liked its historical setting, you can learn a lot about the Californian Goldrush by 
playing the game. 


Ahead lies the safety of the Fort, but what other dangers lie in wait? 


--- STA 51 ST 


DIFFICULTY: AVERAGE 
IST DAY SCORE: 18850 


Step into the oriental sandals of Lee 
Wong, as you attempt to save your vil- 
lages' children from the clutches of 
the evil Ryu Ken. Ryu Ken, it tran- 
spires, is building a mighty army of 
warriors, and is stealing and brain- 
washing children so that they will fight 
for him. If Ryu succeeds, he will gain 
complete control of your country, so 
you have been chosen to battle your 
way along the Tiger Road until you 
reach and kill the evil Ryu. 

The Tiger Road is split into five 
levels, and the first begins with Lee 
positioned to the left of the screen 
below a rapidly decreasing time limit. 
Our scantily-clad hero is armed only 
with a battle-axe, and, using this, he 
must kill any of Ryu's henchmen that 
attack him or they will drain his pre- 
cious energy. To begin with, the screen 
scrolls from left to right, keeping Lee 
central at all times, but on later levels, 
Lee must use scattered platforms to 
make his way up a vertically-scrolling 
screen. At the end of each level there 
is a door, and passing through this 
gives entrance to the next level. 


Tiger Road has finally arrived, but, 
for me, it is with more of wimper 
than a roar. The programming team 
responsible for the conversion have, 
indeed, made a good job of the 
game. However, there seemed to be 
nothing new in the game to inspire 
me, and ultimately I found myself 
reaching for the reset switch. That's 
not to say the game is bad. The 
graphics are well drawn and ani- 
mated nicely; the sound, too, is 


pleasantly presented. If you like 
progressive horizontal-scrolling 
beat'em-ups then this could provide 
you with a few hours of light relief. 
I, however, don't think that it is dif- 
ferent enough to keep me coming 


back for more. 


NC 


"Ah-so, Glasshopper, honoulable U.S. Gold once 
again team up with Capcom. This time to release 
a tale of the mystic East - hai-ya!" 


TIGER 


ROAD 


U.S. GOLD (£19.95) 


Congratulations go to Probe for getting this conversion practically spot-on - it's 
just a pity that the game itself is weak. Lee Wong's adventures are very repeti- 
tive, requiring continual pressing of the fire button to clear your path through 
the enemy hordes, and the levels themselves don't change that much either. The 
introduction of larger meanies helps, but once again they can be dispatched 
with a few easy swings of your axe. Additionally, I couldn't see the point of col- 


lecting the extra weapon, because its effectiveness Was exactly the same as that 
of the axe. If you are a fan of the martial arts and fancy a bit of mindless vio- 
lence, then Tiger Road should suffice. However, if you want a decent Capcom 


conversion, wait for Forgotten Worlds. 
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As you progress through each 
level, the number and variety of Ryu's 
cronies increases. Huge Ogres throw 
exploding spears at you, while others 
simply pick you up and throw you to 
the floor. You will also encounter a 
dwarf who rolls energy-sapping barrels 
at you, and even more of the sword- 
swinging samurais you meet in the 
first level. To help you combat these 
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odds, though, Lee can 
exchange his trusty axe 
for a mace. This is 
achieved by repeatedly 
hitting one of the golden 
cases that are dotted 
through the levels. The 
mace, though, seems 
only to change aestheti- 
cally, and offers no real 
advantage over your 
original axe. Once you 
have passed through 
about three stages, the next door 
gives access to an end-of-level 
guardian. These strange creatures 
reduce your energy on contact, and it 
is a battle to see if you can reduce his 
energy bar before he exhausts yours. 
Having destroyed the strange beast, 
the exit door opens and you can move 


on to the next level. STA} 
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Special Reserve >! els. Special Reserve Of i icial 


Ss Special Reserve OL fi cia 


Special Reserve 


Ss  Gies ak S 


5 Spectal Reserve O! 


JOIN THE CLUB! 


If you're looking for the best prices, best games, best offers and best service, 
then join Special Reserve. Or join Official Secrets if you're looking for more... 


Special Reserve 


Best games at best prices 


All the best games, carefully selected and available to members only at truly 
extraordinary prices. We're miles cheaper than elsewhere, so cheap that we can't 
advertise our individual prices. Below are a selection of offers for two games at about 
the same price you would normally pay for one. You can buy a pair of games at the 
same time as joining - or join now and select individually from our catalogue of over 700 
products. There is no obligation to buy anything. 


Ga MES Picka pair of games 


Below is a small selection from our catalogue. The "SRP" is our combined price 
for both games including UK postage and packing. 


Corer ewereeeeeseccseeeeeseeeee td WEE bebe COPRE LITRES LPR T nc cece cece ccc e wee e sees es Dew oeeeee 


POR e ee Rem ee Ree E EEE EEE HEHE EEE HEHEHE ee AED Berar ee eese ee eee eee eee see esse sees sees esses sees Ws Ow seeeee 
SARE eee eee eee rene eee eesaeeeeeeseseeees 


BROOD MONEE, oii dciscsrccscsovedseosvescens EMPTOR, sihodecsivh cots sluanepesaodearseieets .94...... 
COG PURINU Eon civerssvicassescscnassscacss OIDS #8. 
CHAMPIONSHIP BASEBALL ............ CHAMPIONSHIP BASKETBALL ............ 49.96...... 13.98 
COVE MNES iso vo ven sass Geke ka daviicc renga 
Ksceswarecsevassveesanes DUNGEON MASTER SOLUTION BOOK 31.98...... 
ANB oo cide ccccsnncccseseversesenenss Riereee QUEENS 5... .icasscccedesewsdsvnccnass 99.94...... 19.98 
FUG CNT PILI, ektaceciescancactanccaas PRN bi cs icsda cSenhionscigainawpanviveoapdeniannel 44.94...... 23.96 
F16 FALCON ‘ 3 
TOWNE aaielasests sopeushsicccinetiieiwiwonsaphevhnet LEATHER GODDESSES OF PHOBOS ...49.98...... 22.46 
Sapien duces saekanee DEFENDER OF THE CROWN ...............49.90...... 


KING OF CHIGBGO! «oo 0c0sse5ciscacesseeune 49.94 E 

KINGS QUEST 1, 2 &3 PACK ............ LEATHER GODDESSES OF PHOBOS ...49.96...... 24.98 
PME 00,8 0 trea Usa sncsbausarcoecsesndul JEWELS OF DARKNESS .................0.. 39.90...... 18.92 
LEISURE SUIT LARRY 2 .................. TEENAGE QUEEN 5 oin5052..s0cccecessovssoness 49.94...... 27.98 
LOMBARD RAC RALLY ..................... NIGEL MANSELL'S GRAND PRIX ......... 49.94...... 18.96 
MLE NIN Bie occccxsy osneseseossessoeesooee CHAMP (AMERICAN) FOOTBALL ......... 49.96...... 22.98 
NIGEL MANSELL'S GRAND PRIX ...... HELLFIBE. AlTAGCK. «cic. .23.0...00ss000sssee00 : 


Oem eee eee eeeeeesess eee Oe Oe nesses 
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Ea CT PERSE INS énccceg nse sicisince eS PAU MMIEIEOEN  snidaseccsccciesoscescessonnsncensas Ml OM sesens 
PE i bode savssiadyvcbuanatewyerenees ETN sisilaninsy ccanennceadadewsnmencaanus 99.94...... 19.96 
RUN THE GAUNTLET. ...................08 
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bai cdasewessowsuseoseeccartasee PURPLE SATURN DAY ...............0050000+-44.94...... 
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P. er. ipher. al S Accessories at acceptable prices 


SONY 3.5" DS/DD DISK + LABEL (minimum 3 disks) 99p each 
MICRO PERIPHERALS MP135+ EPSON COMPATIBLE PRINTER 


80 COL, 135 CPS, FRICTION AND TRACTOR FEED, NLQ 134.99 


MP135+ PRINTER RIBBON 3.49 PRINTERLEAD FOR AMIGAor ATARIST 9.99 
80 COLUMN PRINTER STAND 13.99 DUNGEON MASTER SOLUTION BOOK 1.50 
MOUSE MAT (FOAM) 4.99 MOUSE MAT (SEMI RIGID QUALITY) 7.99 


KONIX SPEEDKING AUTOFIRE JOYSTICK 9.99 KONIX NAVIGATOR AUTOFIRE JOYSTICK 11.99 
PSION ORGANISER XP 32K RAM 32K ROM 119.99 MONITOR STAND FITS OVER ST or AMIGA 17.99 


Ci ub P. r ] vileges All club members benefit from: 


* Special offers: at prices you might not believel 

* Bi-monthly Buyer's Guide each with details of 40 games, building to a valued reference. 
* Membership card with privilege number, and folder for the Buyer's Guides. 

* 24-hour despatch of stock items. Over 500 lines in stock. 

* Each game sent individually by 1st class post. Most will fit through your letter-box. 

* 7-day sales hotline, manned 9am to 8pm weekdays, 10am to 5.30pm weekends. 

* Written notification of unexpected delays. 

* New titles may be ordered in advance and will be despatched upon publication. 

* Instant refunds available on request for delayed titles. 

* No commitment, no obligation to buy anything and no “minimum purchase". 


To order please write, or comp 


Or der Fi OFM Non-members please add the membership fee 


Name 
Address 


Post Code 
*5.25°/*3.5°/°3.0"/* TAPE 


Computer 


Payable to: Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PH 


Special Reserve and Official Secrets are trading names of Inter-Mediates Ltd. 
Registered Office: 2 South Block, The Maltings, Sawbridgeworth, Herts CM21 9PG. 
Registered in England Number 2054713. VAT reg. no. 424 8532 51 


lete the coupon, or telephone us on 0279 600204. Please note that there is a surcharge of 50p per 


Official Secrets 
Con f, i] den tial 32-page A4 bi-monthly glossy magazine 


Confidential is written for people who take their fun seriously. If you are into Adventure, 
Strategy, FRPs, MUGs, PBMs, D&Ds, or if you would simply like to see more from 
behind the scenes then Confidential is essential reading. Regular features include 
Personnel File, Dead Letters, The Man in Black, Feature Articles, Brain Teasers, Diary, 
News, Competitions, and The Boss Upstairs. Club participation is welcomed. 


Gnome Ran EP Level 9's award-winning 3-part adventure 


Starring Ingrid Bottomlow. "Go out and buy Gnome Ranger pronto" said Atari ST User. 
If you already did please tick the box for a Surprise Alternative. 


Help-Line Manned each week-day 


Advice and hints to help you solve any game bought from us. 


Special Reser V@ included in the membership fee 


All the features and benefits of Special Reserve membership . 


M Y t h A mini-adventure by Magnetic Scrolis 


Written exclusively for members of Official Secrets and, amazingly enough, included in the 
price of membership. Set in Ancient Greece, you play the part of a young god striving to 
prove himself worthy of immortality. You'll meet the Ferryman, have a chance to cheat 
Death, and do battle against the nine-headed Hydra guarding the gates to the Underworld. 
Myth includes the state-of-the-art Magnetic Scrolls parser and those incredible graphics. 
Available for most computers - disk only. Only to members of Official Secrets. 


Myth was rated at 90% by Keith Campbell of Commodore User. 
He said “Don't be put off by it being a mini-adventure.... text 
undreamed of in those bygone days.” 


game for orders 


Special Reserve membership £4.00 UK, £5.00 EEC 
or 
Official Secrets membership £19.95 UK, £24.95 EEC 


with Gnome Ranger eg or with Surprise Alternative ig ST ACTION 


} 


Overseas orders must 
be paid by credit card, 
please add 70p per 
game for EEC Post 


Game 


Game 


*“CHEQUE/*POS TAL ORDER/*ACCESS/*VISA/*AMEX 
(Including Connect, Mastercard and Eurocard) 


Credit card expiry date 


* Delete where applicable 


SOFTWARE AMIGA and ATARI 


EXPRESS (021) 643 9100 
DUNGEON MASTER EDITOR 


Bashing your Read characters against a dungeon wall? At 
Level 4 last, the answer is here to all those frustrating late nights! 


=| nce The Dungeon Master Editor 


| 1 ota acon (a from Softex 
cena | * Create shortcuts, new passages etc. Open doors without 
3 keys! Remove secret doors! Print out maps of all fourteen 
levels! 

Also includes the revised "Way of the Firestaff" with the "List of 
Spells", character Attribute Chart, even more hints and tips and a 
brand new set of maps 

(Disk & Boake P&P £1.00) Available for the Atari ST and Amiga 


As reviewed in ST Action (December 1988) 


MIDLANDS 
212-213 Broad Street, 

BIRMINGHAM, B15 2JP 
Tel: (021) 643 9100 


SOUTH 
9 Exeter Street, (The Viaduct), 

Plymouth, Devon, PL4 9AQ 
Tel: (0752) 265276 


For the best in Service 
& Support, visit our 


Regional Branches 


The Instant Catalog 


aD" Pool x. o.oo eee 12.50 BUST ONG oe bees ote oe OS “POWEPATOMES 6c. dv sch che smass: 17.50 
5 Star Compilation............ 15.99  Galdregon’s Domain... 12 60 President is Missing.......... 15.99 
Action ST Compilation......... 14.99 Games : Winter Rdition........ Oh Bay) SS, Wan a A | 
After Burnet. s..fsac ache eae ee eld, cise betes me ots f 23 12.50 Purple Saturn Day............. 15.99 
Airborne Ranger............... 15.99 Gary Lineker’s Hot Shot....... ees | a 14.99 
dades-Attach .. cos las oys GSK h  MIBRRED. «054d havatmemec cn es ESC OO SS DME PER oo, poi evnncaeokh 12.50 
Bagiite: no ters re ae 12.50 HKM (Human Killing Machine)... 10.99 Rambo IIl..........-ccceccce ee 12.56 
Balance of Power 1990......... 15.99 Hed oben Gana ore tase) ote 12.50 Road Blasters................. 14.99 Sir : 
Bay Gisthe: eet kes 12.50 Heroes-of Lance... 23. ec cid OOS re 12.50 ’ 5 : : 
Barbarian Ih. Ss cuaccs chee 12.50 = > Highway Hawks... 0.0. o. eGa 5 bs 12.50 Rocket Ranger................. 1 5.99 Dear ‘ . advert L sement 
Batman - Caped Crusader....... 12.50 Hit Disk Yo! 1 Compilation... 15.99  3ugby Simulator. . hcg ta PoeeOn think thi ) 
Battle Waaks 1942s. cu cass anh lange ROS ARE ES OSs. GEN ewe 15.9 ‘un the Gauntlet......... Pils, eso i 
BlastercidSin'iss soci vesscscgs LOGG0> 97 be MUCOUS... cai tins ts 12 3T0S - Games Creator. . .. 19.50 
Bombuzai......... er kee 15.99 Incredible Shrinking Sphere... 14.99  Zayage.......0.. ccc ee eee 12.50 ks some rules 
BOLOINO:-..5. tore ho. ve ke cea ita lb edO International Karate { IK+ ).. 14.99 Space Ball... ....ccceec seas. 14.99 lena ea 
California Games.............. 14.99 International Soccer.......... 12.50 Space Harrier 2............... 12.50 
Chaos Strikes Back... .2.. 05.03, 9200 VOR OL TREC SYA hon vinigy sins < 199 Spaeth. oc csev ends eves 15.99 
Checkie Fees. a Cad c ate. 12.50 Journey to Centre of Barth.... 14.99 Spitting Image................ 12.50 
Colossus Shess X...........--. 15.99 Kenny Dalglish Soccer Manager. 12.59  3tormzrooper.................. 12.50 
Computer Maniac’s Diary 89.... 7.50 King of Chicago............... 15.99 Street Fighter................ 14.99 
COMMIC Pirates. ccc gece, ccc. Meg REMR SRES ATG ee sd 1.99 Super Hang-On.........cccee ee 1499 
Craby Cats Qosc cach ocnees SCO E PIT ak aie ernees 18.99 Superman - Man of Steel....... 12.50 
Custodian... . re 14.99 UBD Storm......... fee. eee EE Co), oe $1.99 
Cybernoid: 200... ate..sovcge-s Deas bash, DOCL 2 5s csscrnemace mores es Wile Peehe COB a. dls ceded 14,99 
Dark Fusion...........ccceesee 14.99 Leaderboard Birdie:........... 14.99 Teenage Queen.............00. 12.50 ci 5 
BR GUh ic cox tami nse cca bee Leisure Suit barry 20... 00.10 LTS99  Whnader Blade... .ccccieesce 14299 5 weirs eet = 
Disk 15 Compilation........... 12:0 es RAG ALY Ma chacee ss of : PRundee NUN, cocina cee ena ae dvertisements are expected to Ca REOTEN ‘6 Pree 
Double Dragones ccc. sccccavene Lara AN PAUNTOD. ot. si... case thateelegtg :imes OM OLE cna nie coda Ly 
Dragon Ninja... .sseeseesen Ge ee eae Ee ee oe Avand standards laid down by the Advertising 
Dragonscape..c.c:<eu saemconss 12.50 LOREY.-HOUSE. kin cae eeoteen = ates Ssh Suit BNAGOPec ck. Savi 2 ; : 
Dreanzone.. ss... 18.99 ‘Mieroprose Soccer... 199 Triad Yolo seeese 18.99 Standards Authority. Most do. The few that don’t 
U4) | Aaa RENO ey Meepece we 15.99. Willennita 2.2,......0....05.. oC Dis: eee . 24.99 sec axtaie : : 
Dugeer........... cy a AD > OG Mott aaah oe oe ie Oitisate Golfo ..ds ce ech aces 14.99 we'd like yOu to write in about. 
ingeon Master........., sees. 15.99 Motor Massacre... cht vers tom Werhinatorrcc cc facefukasnan 15.99 : ’ : 
tat So ate Abuses tease ATA: THEMIS kc 2.50 And if you'd like a copy of these rules for press, 
Buaniel WSicwe cdi pach. 028 he T2ISRe Wight, MONE Ps. t5.3 +20 Seals 14.99 Vindicators. 00. ccekcc eevee: 12.50 : . 
£18 Count Pilak.. .. MRaN . Upseatton Welt toss. ors ibe rar poster and cinema advertisements, please send 
Ralcon.........- ..s 15.599 OEDIGON eas vinwain co Neier ck 19.99 War in Middle Barth........... 15.99 for our booklet It’s free 
Federation Of Pree fraders... 21.99 W9S Meee ae Foi gens ier yaa 12.50 : : 
Mligine GS RaL jist os athe vanes . 4250 12.50 - Weird Dreams...:...:.....0..04 15.99 


11.99 Tak Welracken & Aliens. ...... 1.99 The Advertising Standards Authority. 


ThOe,  tanecUgtt oo, oF ot 17.50 


INSTANT, Boston House, Abbey Park Road, Leicester LE4 5AN We're here to put it right. 


Footbal! Director 2......... PESO 


Mail Order Only. State Computer's make and model. ASA Ltd., Dept. Y, Brook House, Torrington Place, London WCIE 7HN. 
: £5. EEC 75p per title. <, 
Ae ga ee ait title nt ae ee This space is donated in the interests of high standards of advertising. 


New titles sent on the day of release. 


ENN @ 0533 510102 


FOR DISK PRICES & NEW RELEASES PLEASE RING US. 


ma PICK'N'CHOOSE (£19.95) = == mum 


Following his adventures in 
the original Chuckie Egg, 
Pick'n'choose have decided to 
release the sequel so that Hen 
House Harry can continue his 
mad-cap escapades. The 
game begins with Harry being 
thrown out of the back of a 
van ready to enlist for his 
latest adventure. His task is a 


DIFFICULTY: HARD 
IST DAY SCORE: 1800 


very simple one: a chocolate 
egg factory has gone berserk, 
and Harry must collect all of 
the ingredients needed to 
make an egg, AND collect the 
toys to go inside them - all 
the time avoiding the factoy's 
deadly inhabitants. 

Once the egg-like Harry 
has been dumped by the van, 
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SWIFTAR 


me me ACCUSTAR (£19.99) = a a ee 


Usually, when a new vertically- 
scrolling shoot'em-up, featur- 
ing bolt on this and added 
that, appears on the scene, 
everyone tends to spout on 
about the lack of originality in 
the software world these days. 
Me? Well, I can't get enough of 
them. I mean, I'm all for a bit 
of originality every now and 
then, but for sheer enjoyment, 
the old ideas are the best, and 
Swiftar strengthens my case. 


DIFFICULTY: AVERAGE 
IST DAY SCORE: 36750 


It offers nothing different from 
the wealth of shoot'em-ups 
available, and, if anything, it 
graphics are as tiny and unde- 
tailed as something like 
Plutos, but it is still fairly 
playable. The scenario tells us 
that as the last hope for the 
planet Akaron, you must battle 
your way through your ene- 
my's, the Cyborgs, lair, collect- 
ing the crystals that will power 
your mega-weapon, which will 
ultimately destroy them. 

After you have identified 
one of the enemy's ship to 
pass the protection system, 
and have chosen the difficulty 
level, your incongruous little 
ship appears on the screen, 
and it is time to scroll where 
no man has scrolled before. 
Your battle against the 
Cyborgs takes place against 
land, air and sea backdrops, 
and you even fight in the dark 
caverns that they inhabit. The 
Cyborg forces come in a vari- 
ety of shapes and sizes, 
including tanks that launch 
homing missiles, huge gun- 
toting boats, and wall-mount- 


the game begins. Moving right 
from the starting screen, 
takes Harry straight into his 
first problem: a large dog! 
Now, what would you use to 
get past a hungry dog? A 
bone perhaps? This is the 
style of puzzle that is present 
throughout Harry's adven- 
tures. By collecting and using 
anything he can find, Harry 
must use the right object in 
the right place, thus solving 
the puzzle and allowing him to 
pass. The bone, the solution 
to this first puzzle, is to be 
found under the starting 
screen, so, using a conve- 
niently-placed ladder, Harry 
clambers down into the plat- 
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ed laser, but all can be 
despatched with a couple of 
shots from your laser. Any 
contact with these Cyborg 
ships or their bullets is deadly, 
and sees your ship explode, 
costing you one of your five 
lives. 

That's it really. As you 
progress up each level, the 
crystals float down and must 
be collected, and the Cyborgs 
require more shots to destroy 
them, but it doesn't really 
change. As a game it looks 
abysmal, featuring tiny sprites, 
but sounds good, but, unfortu- 
nately, it is over-priced. I have 
said this before, but, in these 
days of Paclands and Cosmic 
Pirates, companies cannot 
expect people to fork out 
twenty quid for something that 
looks three or four years out of 
date. If the price was brought 
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form-laden screen. Deadly 
Moles patrol the levels, and 
Harry must jump over them. 
Once he has done this, the 
bone is situated to the right of 
the screen on top of a long 
ladder. Once collected, Harry 
must be careful not to fall or 
he will lose one of his five 
lives. When this first problem 
is solved, Harry can actually 
enter the factory. Thankfully, 
the game gets easier now, not 
relying on pixel-perfect jump- 
ing so often. As the factory is 
spread over a whopping 120 
screens, Harry has quite a job 
ahead of him. 

As games go, Chuckie 
Egg Il is fairly playable. It suf- 
fers from slightly over-respon- 
sive controls and the need to 
perform pixel-perfect leaps, 
but, once these problems are 
overcome, the game does 
have its plus points - for 
instance, it has that 'one 
more go' feel. However, like 
the first Chuckie Egg, this 
sequel doesn't offer very good 
value for money, so see how 
playable you think it is before 
parting with your dosh. 


down to about eight quid, or it 
was released on a compilation, 
it would be worth a look. As it 
stands, I don't think it will 
enter many software collec- 
tions. 


ELECTRIC DREAMS (£24.99) 
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Then... (May 1989) 


It has been calculated that there are 
high levels of iridium scattered 
throughout Earth's sedimentary rock 
formations. Scientists believe that if 
the Earth were to be struck by an 
object with a mass of over 13 trillion 
tonnes, the consequences would be 
catastrophic. The Earth would 
become covered in enough dust to 
block out sunlight for nearly five 
years, thus killing nearly every living 
thing on the planet. 

Instances of objects striking the 
Earth are not uncommon, indeed, the 
Earth is pitted with impact craters. In 
1947, for instance, the Earth was 


Millennium 2.2 is one of those rare 
games that you just have to keep 
playing. Just like Dungeon Master, 
Millennium 2.2 kept me away from 
my bed for quite a few nights. The 
game is mainly mouse driven and 
the icon control system is very easy 
to use. Jai Redman's graphics help 
give the game a real atmospheric 
feel. Both the opening and closing 
sequences are also incredible - the 
finale was well worth playing for. 
Basically the game is strateg- 
y/adventure orientated; however, | 
think that players of all persuasions 
will really enjoy it. I was also 
impressed by the way in which the 
game progressed. Millennium 2.2 
can be played over and over again; 
the goal will be the same but the 
way in which you achieve it is 
always different. I also found it very 
educational. 


bombarded by no 
less than 106 mete- 
orites, some leaving 
craters of around 25 
miles in diameter! 
On average, the 
Earth can expect a 
major impact about 
every 170,000 
years. With all the 
asteroids in orbit 
around the planets 
Mars and Jupiter, 
many people think 
that Earth has been lucky not to sus- 
tain serious damage. For now, we'll 
have to hope our luck holds out as we 
don't have the ability to avert such a 
disaster.... 


ao ate 


Se 


Now... (September 2200) 


The people of the Earth braced them- 
selves; a massive object had been 
detected approaching the planet at a 
furious pace. The super-powers had 
tried everything to avert disaster, but 
now mathematicians calculated that 
the Earth only had a mere 17.4 hours 
before impact. The only thing left to 
do was wait... 

As the Commander of Luna base 
1 you watched helplessly as the 
meteor collided with the Earth. True 
to the predictions, the object 
ploughed straight into the Earth's 
core. The result was devastating: the 
once blue and green planet slowly 
turned dark. Life and civilization 
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Well, after all of the ‘reviews’, 
Millennium 2.2 actually arrives on 
the ST! And, surprisingly, it is 
every bit as good as expected. | 
wasn't too sure what I was up to 
when I first started playing, as all I 
could do was build stronger genera- 
tors and launch probes which were 
shot down by some nasty inter- 
galactic neighbours, but after a 
while, things began to click, and 
my people stood a better chance of 
survival. The graphics throughout 
are very good, and sound, too, is 
used to the optimum. In fact, the 
only fault | can find with this is that 
it is rather easy, and once you have 
completed it, | can't envisage any- 
one going back to it. Still, you have 
to finish it first, and you are going 


to have a lot of fun trying! 


ceased to exist. 

The only surviving members of the 
human race were those on your 
moonbase. Your task as the Com- 
mander of the base had, in a blink of 
an eye, become of paramount impor- 
tance. It had fallen to you to ensure 
the survival of the human race. The 
Luna project, although still in its 
infancy, was the base from which you 
would stage the recovery of the 
Earth. Within five years the Earth's 
surface would be habitable. Its recol- 
onization is now your mission. The 
future is yours... 
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A more apt title for this game would be 'Moonbase Manager' - I felt like 
Commander Straker from U.F:.O. whilst playing this game. At first, Millenium 
is a closed-face game of icons and uninterested still screenshots which might 
put the faint hearted off. But once you grasp the objective of the game, it 
becomes more absorbing. There is nothing more fulfilling than turning areas of 
uninhabitable space into colonies and as you become accustomed to the icon 


LASTING APPEAL: 82% 
ADDICTIVENESS: 80% — 


system and your skill as moonbase management improves, Millennium keeps 
you really busy. Your enjoyment of the game grows and grows, and in the best 


tradition of cerebral software, there are no limits to Millennium. 


JS 


DIFFICULTY: AVERAGE 
IST DAY SCORE: N/A 


--- STA 57 STA --- 


I'm still rather undecided about 
Battlehawks. It is neither a dedi- 
cated flight simulation, in the 
mould of Gunship or Falcon, nor is 
it a straightforward shoot'em-up. 
The closest thing that I can com- 
pare Battlehawks with is Night 
Raider. The game's presentation is 
exceptional, the numerous options 
are easily selected and the game- 
play both challenging and excit- 
ing. The sound is adequate, con- 
sisting, for the most part, of the 
engine's low hum. The graphics, 
whilst being a little blocky, move 
nicely and create a good impres- 
sion. Overall, Battlehawks is most 
definitely a good game, one with 
which the player will become 
more adept the more he plays. 
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carrier Shoho - objective to sink her. 
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"Do not needlessly endanger your lives until I give the signal.' Reassuring 
words from General Eisenhower on the eve of the Battle of Santa Cruz, 


Battle Hawks 1942, attempts to re-enact 
the Pacific battles which raged between 
the invading Japanese and United States 
naval forces. At the dawn of 1942 the 
Japanese navy dominated the Pacific and 
perpetrated a series of stunning victories, 
including the sinking of five battleships of 
the U.S. Pacific fleet at Pearl Harbor. As 
the Japanese increased their Pacific terri- 
tory, U.S. forces were forced to retaliate 
after Pearl harbour, but the devastating 
attack on the fleet and a squadron of 
antiquated Brewster fighter planes, unoffi- 
cially nicknamed ‘flying coffins', as well 
as Vindicators, or 'Vibrators' to the crew, 
they could do little to thwart the might of 


Flight paused. Press ang Key fo contimec. 


At 12000 feet, you see smoke billowing from Shoho like a giant beacon. 


(Oct 26-27 1942)" 


the Japanese. Battle Hawks simulates the 
four epic naval clashes of 1942 which 
would determine the turning point of the 
war: the Battle of the Coral Sea; Midway; 
Eastern Solomons; and finally, Santa 
Cruz, Admiral Yamamato's Waterloo. 
Before clambering into the cockpit 
there are decisions to be made, such as, 
aircraft weaponry configuration and mis- 
sion selection. The screen shows a Wild 
Cat on the deck of a carrier with a menu 
where you can arm the training and five 
active duty missions. Historically, the first 
Pacific battle was the Coral Sea, 'a duel of 
the flat-tops' the first time a naval battle 
was fought entirely with air power. 
Although the d.S. 
fleet lost more 
ships, a Japanese 
invasion was pre- 
vented. In the bat- 
tle of the Coral Sea 
you can choose 
which side to fight 
on. For the d.S. 
you can pilot a 
Dauntless from 
d.S. Lexington and 
dive-bomb the 
Shoho carrier, 
scramble into an 
F4F Wildcat in an 
attack on the 
Shokaku or defend 
Lexington or 
Yorktown against a 
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dive bomb attack. The alternative is to 
turncoat and fly a Japanese Zero fighter 
to intercept the U.S. attack or dive-bomb 
Yorktown or Lexington in a Val bomber. 
Patriotism overcame curiosity and | 
found myself at altitude in the cramped 
cockpit of a Dauntless in a dive-bomb 
attack on the already damaged and burn- 
ing carrier, Shoho. There is no take-off 
procedure and you are literally hurled into 
conflict. The conventional cockpit instru- 
mentation comprises, an altimeter, com- 


Although it takes a while to initial- 
ize the program, thanks to ages of 
unneccesary disk-swapping, 
Battlehawks is a playable little 
game. | think the thing I liked was 
that, not only could you tackle diffi- 
cult missions, but you don't have to 
worry about silly things like run- 
ning out of ammo, thanks to the 
game's many options. The graphics 
are chunky but effective, and the 


sound is the typical droning noise 
that accompanies this style of 
game. If you want a flight sim that 
doesn't require too much thinking, I 
recommend you take a look at this. 


i wont appeal te fans of 
Mirrorsoft's state-of-the-art Falcon, 
but it do nicely for a simpleton like 


me. SM 


rid 8 
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Flight poeused. Press any Key fo contimuc. 


pass, pitch/bank and climb/dive indicators 
as well as airspeed and RPM gauges. The 
mouse simulates the yoke with back and 
forth movements raising and lowering the 
nose and left and right for banking the air- 
craft. Weaponry consists of fore and rear- 
mounted machine guns and a single war- 
head. 10,000 feet below, the Shoho burns 
and smokes like a giant flare on the water 
and your squadron leader suddenly drops 
like a hawk to dive-bomb the stricken 
ship. With the smoke billowing like a guid- 
ing beacon, pushing the mouse/yoke for- 
wards sends the plane into a dive. The 
Shoho explodes into flames, but miracu- 
lously a survivor mans the great guns 
sending a volley of fire thumping into the 
fuselage. At 7000 feet and in a 70% dive, 
there's no pulling out, and tapping the 'F' 
key opens the dive flaps to speed up your 
descent. The aircraft sustains more hits, 
and at 2000 feet clicking the right-hand 
mouse button releases the warhead. 
Quickly pulling back on the mouse sends 
the battle-torn Dauntless into a faltering 
ascent and the spluttering engine warns of 
imminent stall. Tapping the '2' key reveals 
a rear view as the single bomb smashes 
into the Shoho. Suddenly, the Dauntless 
begins to. spiral down -_ sky... 
sea...sky...sea. Quickly pressing the 'J' 
key, you clear the cockpit and parachute 
to safety. 

The most famous Pacific conflict was 
undoubtedly Midway and for this there are 
seven scenarios, although I felt compelled 
to defend Yorktown from the yellow navy. 


to a rapid dive. 

s the Shoho's guns 
f the right-hand 

on the yoke takes the 

aircraft 

into a 

climb. 
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The @d.S. 
flagship 
has suf- 


fered a disabling Val 
attack and a follow-up 
assault from Kate tor- 
pedo bombers will sink 
her. Piloting a Wildcat, 
the task is to intercept 
the attack and pick off 8 J. 
the Kates. Yorktown : ———.. 
lies smoking below i? i 
and a pack of Vals 
darken the horizon. 
The Wildcat is fast if a 
little cumbersome, but 
far less vulnerable to 
stall. The best tactic is 
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enemy, use the speed of descent to attack defeated and Yorktown was sunk - this is 
and retreat and then repeat the manoeu- your chance to rewrite history. 


vre. The Japanese squadron is massive, 


and historically the valiant Wildcats were 
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Flight pewsed. Pres« ang Keg to continue. 


Battlehawks is an aircraft simulation of sorts, but the emphasis is very much 
placed on out'n'out assault and shoot'em-up rather than painstaking simula- 
tion. Perhaps this because the aircraft in question were basic and there was lit- 
erally no time to waggle flaps and check wind speed. But the game doesn't suf- 
fer for its lack of flight protocol and can be best described as a fringe simula- 
tion with non-stop action - the sort of game that ol' blood 'n' guts', General 


Patton, would have approved of. I particularly like the chance of experiencing 
the war from both sides. My only criticism is the lack of variety in game-play. 


JS 


GRAPHICS: 62% 
SOUND: 48% 


LASTING APPEAL: 75% 
ADDICTIVENESS: 67% 


DIFFICULTY: AVERAGE 
IST DAY SCORE: N/A 
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Blimey! I thought someone had 
released Durrel's ancient Harrier 
Attack on the ST - Operation 
Hormuz certainly doesn't offer any 
progression technique-wise! The 
graphics are very bright, but there 
is no sight of the subtle shading ST 
owners enjoy, neither is their any 
breath-taking digitised sound. 
Unfortunately, the gameplay does- 
n't make up for this atrocious pre- 
sentation either, as it is a repetitive 
bombing run that never seems to 
end. Ultimately, Operation Hormuz 
is a waste of money, that never 
should have been considered for 


release. 
SM 


The jump jet handles rather well,' I |. 
thought, as I successfully managed 
to take off, blast a couple of MIGS 
and fly across some desert terrain. 
But then, after ten minutes play, I 
wondered if there was more to the 
game than horizontal scrolling and 
dogfights - another ten minutes 
more revealed that there wasn't. 
Beneath this very simplistic and 
typical eight-bit facade, lies a very 
simplistic and typical eight-bit 
game, which would be quite accept- 
able at a budget price, but not at 
£19.95. You can get an awful lot 


more for your money! 
JS 


HORMUZ 


"Seated in a highly-armed Harrier, do you think you 
can take on the might of a deadly race of aliens?" 


attention to the information screen 


AGAIN AGAIN (£19.95) 


The unthinkable has happened: a 
vicious race of aliens has captured 
the army base of Hormuz and is 
threatening to cripple the world's oil 
supplies. The air-based forces are the 
only remaining hope for the world, 
and the assault is set to be launched 
from a carrier which is circling 
Hormuz. It is here that you come in, 
and, within the confines of your 
McDonald VTOL Harrier, you must fly 
across the inhabited island and, using 
your onboard cannons, air-to-air and 
air-to-ship missiles, and your bombs, 
you must destroy all of their silos and 
bases. 

The game begins with the Harrier 
awaiting your control on the carrier. 
Pushing the joystick up, causes the 
plane to take off, and then the direc- 
tional controls of the joystick change 
the direction of the plane. Fire initially 
prompts your front-mounted cannon 
into action, but, by using the 1 to 4 
keys, you can swap between the 
other available systems. Moving 
either left or right from the ship soon 
takes you over enemy territory, but 


the best way to go is to the left. 
Before long, the shore of the island 
comes into view. This lush green 
landscape is punctuated by the 
ground silos and missile launchers, 
so, swapping to bombs, the Harrier 
prepares to wreck the enemy forces. 
Once you are happy with the attack, 
or are running out of ammo, you 
must turn back and land back on the 
carrier. By now, the aliens are well 
and truly on your tail, and have 
launched numerous MiGs to attack 
you. Being careful not to plummet 
into the ground or sea, you must 
press 'F' to launch a distracting flare. 
If you can't get the MiG down with 
normal cannon fire, it is best to swap 
to the air-to-airs and concentrate on 
getting away. 

Any damage you have suffered is 
showed to the right of the playing 
area in a thin yellow strip, and if it 
reaches extreme you will explode los- 
ing one of your three lives. These pre- 
cious lives can also be lost if you run 
out of fuel or you crash into the 
ground, but careful flying and paying 
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beneath the main action should give 
you fore-warning. This information 
system is very useful, and tells you 
when to release a flare, when an 
enemy is approaching and, ultimately, 
the status of your carrier, which, all 
the time you are away, is in danger of 
being struck by an alien-controlled 
Exocet. 


GRAPHICS: 16% 
SOUND: 6% 


LASTING APPEAL: 16% 
ADDICTIVENESS: 32% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: 1040 
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FOOTBALL MANAGER ll..ccccccssssssesssse 1008 1 PACHA OS ae ee eg 14.99 | WARIN MIDDLE EARTH.......cccccccsssce--- 21.95 
RIOT NCIAT csseccscecscococascccnlcuee.n 14.95 | PERSONAL NIGHTMARE .......ccccccccs-0- 18.75: > b- WECLE MANS... eee 13.25 
SPREE AAG 2 EXMP.KIT. ccs. cccieccicsecadcovscds Boo | SRipeiii ss uA cdun nade 14.95, °° | WEIRD DABAMS \ ccisaudkc.nanoicsaen 16.45 
PS SS 2 ae eee 17.95 ZAC MCKRACKEN .......0 ices 18.75 


JOYSTICKS JOYSTICKS 


DISKS, BOXES, 
SUNDRIES 


10.X% 3.5" DS/OD DISKS 3.4 .cu. as 9.95 
50 CAPACITY DISK STORAGE BOX 

secahbkgnduwsvateedn a vepdghareo canter antennae 8.95 
80 CAPACITY STORAGE BOx.....9.95 
3.5" DRIVE HEAD CLEANER ....... 6.99 
ST ST COVER scsmcavensteeensen 6.99 


CHEETAH 125 PLUS.) 2 6.95 COMPETITION PRO 500 CLEAR... 


CREE TAPIMAGGEL 1 ysctcgetesneseses 
SENG 5 cacnns sensonrnapbasescede ; 
SPEEDKING WITH AUTOFIRE....... 


CRM as Eaeiiic id ca nusuhtelach Sage eee ranwecd sins 8.99 
PRAM EO Aca sc sasse chs ccteagsedgesntace 7.99 
WICO BAT HANDLE 


ALL PRICES INCLUDE POSTAGE AND PACKING IN THE UK PLEASE MAKE ALL CHEQUES AND 
POSTAL ORDERS PAYABLE TO WORLWIDE SOFTWARE PRICES ARE CORRECT AT TIME OF GOING 
TO PRESS E & O.E. 


As the animation sequence ran at the start of the game, I 
thought Voyager was going to be little more than an 
exercise in solid 3D graphics. The game-play is obviously 
based on that old arcade favourite, Battlezone, which 
works very well with the latest development in computer 
graphics. Currently, there is a race on to create the 
smoothest scrolling 3D graphics, and this is the most 
impressive I've seen on the ST. The game-play itself is a 
winner with crisp joystick controls. But like Battlezone, 
there is little variety, with tank blasting occupying the 
best part of the game. Nevertheless, the combination of a 
great arcade formula and some clever graphics Voyager 
is worth a look. 


JS 


"In the past, fast filled 3D games have gone hand in hand with deep, 
involving gameplay. Now, as a bit of a change, Ocean release a game that 
uses the impressive technique, but presents it in an arcade form." 


When Luke Snayles agreed to go ona 
mission of 'investigative exploration’, the 
last thing he expected was to spend fifty 
years alone, keeping an eye on alien 
activities. Whilst in space, Luke became 
bitter, angry at the lies told to get him to 
go on the mission, and now he wants 
revenge. Mind you, that is the last thing 
on the Earth government's mind, as 
Luke isn't the only spacecraft about to 
land: a mighty Roxiz battle fleet are 
about to attack, having formed bases on 
nearby moons. Before setting his prelim- 


OCEAN (£19.99) 


inary landing sequence, Luke finds out 
about the alien's plans and sets about in 
an attempt to destroy them. After all, 
no-one is going to spoil his home-coming 
party... 

Before you take the helm of Luke 
Snayles' ship, the scene is set by a 
sequence showing his landing on the first 
moon. A huge mothership glides in from 
the left, and streaks down onto the plan- 
et's surface, releasing Luke's scout ship 
from its hull. Panning around the ship, 
we see the smaller craft twist on its axis 


STRADATE : @3 :@3 :2139. 
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There's just no hiding it, Voyager is 
quite simply a variant of the old 
arcade classic, Battlezone. And, for 
that reason I simply loved it! Ocean 
have taken the basic elements of one 
of my favorite games, added a couple 
of new enemies and come up with 
this. The 3D filled graphics move 
very smoothly, making the feeling of 
movement utterly convincing. The 
option to play with either mouse or 
joystick came in handy too, using 
both I managed to get quite a way 
into the game. The action comes 
thick and fast as the alien masses 
keep up their constant onslaught. 
The game's sound effects comple- 
ment the action nicely. Altogether 
Voyager is an excellent game, one 
that will keep you playing for quite 


some time. 
NC 


and dust down onto the planets surface. 
You now take control of this skimmer- 
like scoutship, with all of your escapades 
being viewed in first-person perspective 
through the ship's four viewers. All of the 
game's graphic's are depicted in solid 
3D, and no sooner have you touched 
down, than you are stealthily moving 
through the strange landscape. The 
Roxiz control ten moons, each patrolled 
by airborne and land-based forces, and 
totalling a whopping eighty ships in all. 
Your basic aim is that, by using your 
powerful onboard lasers, deadly multiple 


grenades and an awesome atomic bomb 
you have on board, you must wipe out 
the complete Roxiz army. Once this is 
done, a portal will be opened, and 
access will be gained to the next moon. 
Clear each of the ten moons, and you 
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may get your revenge after all. 
Obviously, though, the Roxiz aren't just 
going to let you exterminate them, and 
they attack back with their various mis- 
siles and lasers, all of which deplete your 
skimmer's energy bar. If this expires, 
then, I'm afraid, so do you. 

As you scour the moon's surface in 
search of the alien legions, useful items 
can be added to your skimmer's 
armoury. These extras are shown as 
greyish/green diamonds, and collecting 


‘DIFFICULTY: AVERAGE 
IST DAY SCORE: 18211 


Although filled 3D has been done 
a lot before, I prefer Voyager to the 
likes of Starglider II and Elite 
because the emphasis is on action. 
OK, so comparisons between the 
different genres is unfair, but there 
isn't anything that Voyager can 
really be compared to. It's a bit 
like Battlezone or Paul Woake's 
Encounter and Backlash, but the 
action is slightly less frenetic, and 
every bit as enjoyable. The graph- 
ics move both quickly and smooth- 
ly, giving a nice atmospheric feel, 
and the sound is also of a good 
guality, particularly the digitised 
opening tune, which is 
SUDDO. ....65...4. rted by some 
squeaks for help! The only thing I 
am concerned about with Voyager 
is its long-term appeal, as, after 
all, each level can be slightly 
repetitive. But if you fancy a game 
to relax with, give Voyager a é . 


them is simply a matter of passing over 
them. Most useful of all are cameras and 
decoys. The former is especially useful, 
as, when a camera is launched, it allows 
you to look around part of the planet 
without actually moving from where you 
are. Likewise, when you launch a decoy, 
it diverts the Roxiz fire from you, saving 
your shields for a while. Particularly use- 
ful in helping you locate and identify the 
enemy is your onboard computer. This 
can be summoned up at any time with a 
press of one of the main keyboard's 
numeric keys, and gives access to data 
on the variety of each of the enemy 
ships; a list of your weaponry and 
resources; the location of any equipment 
pods; a map of the moon, 
and the status of your 
orbiting mothership. 

Once all eighty of the 
Roxiz craft have been wiped 
out, the entrance to the 
portal will be activated. 
Directional arrows appear, 
guiding you towards its 
entrance, and passing 
through this one-way gate, 
activates a minor subgame 


as you make your way to the next inhab- 
ited moon. A 3D tunnel now winds its 
way rapidly towards you, and your aim is 
to stay central without touching any of 
the energy-sapping walls. Successfully 
navigate this, and you can begin to 
cleanse the next moon. Bearing in mind, 
of course, that the Roxiz are going to be 
a lot harder to destroy. 
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"Following in the 
footsteps of such - 
heroes as 
Peter Beardsley and 
Kenny Dalglish, 
Anco release Kick Off. 
Can this outsider lift 


the trophy for the most accurate football game?" 
ANCO (£19.99) 


Although the graphics are tiny, flickery and unimpressive, Anco are on to a real 
winner with Kick Off. For too long we have put up with substandard footy 
games that offer about as much control over the players as a running demo. 
Kick Off offers a full range of easy-to-use moves, coupled with some of the most 
addictive gameplay ever, and this makes it the best of its kind. The wealth of 
options allow you to mould the game to your liking, and the computer-con- 
trolled opponents are very intelligent, offering a real challenge instead of the 
customary Moron Utd. I have played against in the past. With Microprose Soccer 
appearing in the not-too-distant future, Kick Off's reign may not be a long one, 
but until then this is worth twenty quid of anyone's money. 


After a short burst of digitised whistles 
and cheers, Anco's soccer game unveils 
its options. An electronic scoreboard is 
shown displaying a number of features, 
but if you just want to get into the soccer 
action, then the player can go straight to 
the single match option. But, if you so 
wish, you can change the length of a 
match from ten minutes a side to forty- 
five; have a one or two-player game; com- 
pete in a fourteen-week league; and 
choose the skill level of your opponent. 
Once you have taken your pick, another 
menu unfolds, this time asking you to 
choose your team's formation tactics. 
When you have made your selections, 


DIFFICULTY: AVERAGE 
IST DAY SCORE: N/A 


SM 


there is a brief pause and both teams walk 
onto the pitch before lining up on the cen- 
tre line. After a couple of seconds, the 
teams split up and take their respective 
positions on the pitch. The whistle blows 
and the match begins. The playing area 
scrolls in the customary eight directions, 
keeping the marked player under your 
control central at all times. Also depicted 
on the screen is a radar-style map of the 
pitch, showing the positions of all of the 
players, and this can be referred to when 
deciding whom to pass to. One thing that 
Anco's soccer utilises that other footy 
games so often lack is ‘authentic’ ball 
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Computer football games are two a 
penny these days and are normally 
pretty poor. Graphically, Anco's 
Kick Off isn't stunning - the play- 
ers often clash and the pitch some- 
times flickers. Having said that, 
however, you might think that Kick 
Off was just another sub-standard 
soccer clone. What a mistake to 
make! Anco have avoided a big- 
name tie-in, dispensed with flash 
background graphics and an 
impressive soundtrack. The result 
is an immensely playable football 
game. Viewed from overhead, the 
game features eight-way scrolling 
and a whole host of other features 
that most soccer games miss com- 
pletely. Kick Off's greatest feature 
is its undeniable playability. 
Without doubt this game is in a 


league of its own. 
NC 


control. When a player receives the ball, 
instead of simply attaching itself to his 
foot, the player actually has to dribble the 
ball, running around it to move it in anoth- 
er direction. Additionally, a full quota of 
moves are available to the player, each 
activated by pressing fire and using a 
directional movement of the joystick. With 
practice, the player has access to head- 
ers, trapping skills and sliding tackles. If a 
sliding tackle is mistimed and results in a 
foul, the player can receive a yellow card, 
depending on the severity of the offence. 
Foul again and you are off for an early 
bath! 

Kick Off also features throw-ins and 
comers. Throw-ins are a simple affair, 
requiring just a tap of the fire button to 
throw the ball to your nearest team mate, 
but gaining a corner requires more skill. 
Before you kick the ball, the computer 
asks you to decide on what style of kick 
you wish to use. From this you can decide 
to float the ball into the penalty area or 
play safe by kicking the ball back into the 
centre of the pitch. Whatever you choose, 
as usual the basic idea is to score more 
goals than your opponent within the 


match's duration. [STA} 
STA} 


A Soccer Simulator which 
is not only accurate and 
realistic but ts also 

great fun to 


play 


Whatever your style of play may be, be it playing the Long Ball or 
playing the Sweeper, your players will be in position to receive the 
passes, control the midfield and tackle an advancing striker. 
Each player on the field is an individual with a unique 
combination of four attributes - Pace, Accuracy, Stamina and 
Aggression. Watch out for the Brazilians at the International 
level, they are dynamite. 


* Full size multi-directional scrolling pitch with scanner 
showing all the players on the field. 


* Option to practice and learn ball control, take 
corners and practice penalties. 


* 5 Skill levels, International to Sunday League. The 
levels of both teams set separately. The ultimate 
challenge is the defeat of the star studded team of 
Internationals by the Sunday League of no hopers. 
A super human test of skill and concentration. 


* One or two players option. * 4 distinct tactics. 


* League competition for 1 to 8 players. Load and 
Save League facilities. 


* Simple controls to dribble, shoot, pass, chip or 
head the ball or do a sliding tackle. 


* Amazing ball simulation takes account of the ground and air friction. Direction 
changing breeze at the higher skill levels. 


* 9 types of Corner kicks, Penalties, Yellow and Red cards and a host of other features AVAILABLE ON 
like players getting tired by the end of the game, time wasting, injury time, etc. AMIGA £19.95 
ATARI ST £19.95 


CBM 64 Cassette £9.95 
CBM 64 Disk £14.95 
IBM PC Comp. £24.95 


AMIGA AMIGA ATARI ST 


ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, 
: DARTFORD, KENT. Mail Order by Cheque, Postal Order, ACCESS or VISA. 
Telephone No.: 0322 92513/92518. FAX No.: 0322 93422. 
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years ago, 


the 


shoot'em-ups with Xenon. Now the 
with an outrageous sequel." Jason Spiller visited 
headquarters to check on the progress 


What with television appearances, 
extensive magazine coverage and | 
being showered with awards, the 


Bitmap Brothers are becoming real 
celebrities. At the industry awards, 
they won 'Programmers of the Year' 
and 'Best Music' for Xenon, as well as 
‘Best Programmers’ and 'Best Game' 
for Speedball at the recent Golden 
Joystick Awards. Until recently, the 
Bitmaps have worked on projects from 
their respective homes, and interaction 
during development time resulted in 
sleepless nights and hefty phone bills. 


So after the phenomenal success of | 


Xenon, and more recently, Speedball, 
they sought suitable London head- 
quarters where they could’ work 
together and found them at _ the 
Metropolitan Wharf in the heart of 
London's rapidly developing dock- 


lands - the same building which was | 


made famous in a certain building 
society cashcard advert. 

Speedball has been incredibly pop- 
ular in the GK and currently, they are 
working on a version of the game for 


Shirt % 


The Bitmaps in Amsterdam. The Brothers have received acclaim and awards this year for some out- 


standing games. 
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of Xenon I] 
the American’ market 
which is to be released in 
a couple of weeks. | 
asked Bitmap, Fric 
Matthews, whether work- 
ing together has 
improved _ production?: 
‘Quite honestly, I don't 
know how we managed 
in the past. We were 
working separately on 
different aspects of a 
project, meeting occa- 
sionally and relying on 
each other's abilities to 
come up with the goods. 
Being in the same office , 
enables us to have long 
meetings and air new ideas before they | 
go stale, and this has enhanced our | 
creativity immensely.' Projects... plu- | 
ral? 'Yeah, at any one time we work on | 
a number of ideas, but channel most | 
of our energy into one specific game.' | 
At the moment, that energy is going | 
into Xenon Il. 


completely 
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The original Xenon 
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dominated the shoot'em-up market 
and became nationally famous with its 
weekly airing on the children's Satur- 
day morning programme, Get Fresh. 
So why, after a two-year break from 
shoot'em-ups, are they producing a 
sequel? 'Just about every shoot'em- 
up released has been compared with 
Xenon, which I suppose is a form of 


flattery. So we thought it was time to | 


produce a sequel and hopefully set a 


higher standard for others to try and |} 
attain. Additionally, when a certain | 


publication was unable to criticize the 
game-play in Speedball, they accused 
us of only being able to draw the 


metallic tile background which fea- | 


tured in Xenon and Speedball and so 


we intend to well and truly quash that | 


opinion with Megablast.' 

Eric showed me the extensive pre- 
liminary plans for Xenon Il and a 
detailed plan of the game; 
described the scenario: 
Xenites are invading Earth, and this 
time, they employ the talents of a 
warped but genius professor who can 
travel back through time. Using this 
ability, the Xenites plant massive time- 


he | 
‘Again, the | 


bombs throughout our evolution which | 
will devastate and alter our world and | 
the Xenites can move in and take over | 
the Earth. By corrupting the past they | 


Xenon Il - Megablast - a complete change from the metallic tile backgrounds in Xenon and Speedball. 


control the future. You play a merce- 
nary who must travel back in time to 
defeat the Xenites and de-activate 
these devastating time bombs.' The 
scenario sounds like one of hundreds 
you have heard before, until you see 
its relevance with the game. With 
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After studying certain eras of our evolution, the most dominant creatures are 


used as opposition. 


extensive study and reference, the 
Bitmaps have studied evolution and 
segmented it into levels, using the 
most dominant creatures of the era as 
opposition. The first evolutionary 
stage takes place in the oceans and 
your adversaries are vicious deep- 
water fish and crustaceans, then mol- 
luscs, reptiles and insects. As the 
game progresses, you encounter suc- 
cessive eras until the future, which is 
the space age. 

The graphics are truly magnificent, 
with incredible three-layer parallax 
scrolling and massive chunks of 
sprites which half fill the screen and 
have no visible effect on the ultra- 
smooth scrolling. But how do they 
achieve this impressive effect: 'Steve 
and Mike are two of the most experi- 
enced sixteen-bit programmers in the 
industry - which is a massive advan- 


tage. A lot of the overall effect is visual 
trickery. For example, the parallax 
scrolling achieved by beginning with 
the first and dominant layer which is 
like a masking. Then the second and 
third are drawn and each level is treat- 
ed separately to achieve different 
scroll rates and the 
effect of distance 
and depth.’ One of 
the most outstand- 
~ ing features of the 
oy game is the outra- 
geous weaponry 
which can be bolted 
on during the game. 
Mike explained: 'The 
original Xenon was 
criticized for being 
too difficult, and 
with the sequel we 
intend to maintain 
that difficulty but to 
increase the  fire- 
power potential con- 
siderably. ' This 
astounding weaponry includes a three- 
pronged cannon which sends a woosh 
of thick white light hurtling across the 
screen. 
Another rea- 
son that’ the 
Bitmaps have 
acquired offices 
is to increase 
their artists and 
programming 
staff which will 
allow them to 
spend more 
time creatively. 
Fric explained: 
'We have been 
placing adverts 
in journals for 
graphic artists 
and  program- 


been literally inundated with applica- 
tions. The basic criterion is for people 
who can attain the standard we have 
achieved, but of course, there are 
many who just don't have the experi- 
ence. Mark Coleman, who is based in 
Cardiff, worked with us on Speedball 
and is now doing Xenon II. It's great to 
be able to convey your ideas to a 
graphic artist and for him to respond 
positively and come back with an 
accurate interpretation.’ | spoke to 
Mark and asked him how he was pro- 
gressing with Megablast? ‘At the 
moment I'm working on the game 
part-time. But Eric phones me up with 
a good idea, | draw what | think he 
wants and send the disk to him. Then 
he descibes any changes and sends it 
back.' How are the spectacular graph- 
ics and parallax scrolling achieved? 'I 
use nothing more exotic than Degas. 
The Bitmaps are very experienced and 
professional programmers and, even 
working 200 miles away, | find it easy 
to integrate with the programming. 
They understand the limitations and 
don't expect anything too outrageous. ' 

The graphical presentation § of 
Xenon Il speaks for itself, but what 
about the music and sound effects to 
complement the game? Eric found the 
solution: 'I was playing a tape in the 
car by Bomb the Bass and was listen- 
ing to the track, Megablast presinct 13 
Hip Hop, when I thought this would go 
great with the game. After a lot of 
phone calls, | eventually tracked down 
Tim Simenon from Bomb the Bass 
and arranged to meet him. It tran- 
spired that Tim uses STs and is a real 
arcade fan and loves Xenon. Anyway, 
he agreed that Megablast would go 
great with the game. ' 

The original Xenon really broke 
down some walls in the shoot'em-ups 
and Xenon II - Megablast, which is due 
for release at the end of the summer, 
looks set to blast any pretenders clean 
off the screens. 


mers and have The key feature of this game, and the Bitmaps' trademark is outrageous weaponry. 
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RELEASED DUE TO PUBLIC DEMAND 
GUARANTEED SALMONELLA FREE 
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[Choccy Egg) 


If you have played the classic computer game Chuckie Egg you 
hardly need an introduction to this “cracking” sequel, which 
takes us from the hen house to the chocolate Easter egg. 


This eggcellent game is guaranteed to be salmonella free 

on your Amiga, ST or PC machines. It will give hours of 

entertainment and no matter how many times you unwrap 

the disc and sample the goodies it will neither make you fat 
nor rot your teeth! 


CHUCKIE EGG Il 
Available on Atari ST/Amiga/Spectrum/Commodore/Amstrad 
Soon On PC 


CHUCKIE EGG 
Available on Atari ST/Amiga/Spectrum/Commodore/Amstrad 
/Atari/MSX/Dragon/BBC/Electron soon on PC. 


Review of Chuckie Egg | 
by Computer Games Week 


Gameplay 90%, Grafix 85%, 
Overall 89% 


ee Cheques & P.O. to: Pick & Choose (F.G.) Ltd, 45 Bury New Road, 
Pick & Choose Manchester M8 8EG, Tel. 061 831 7922 


Screen shots from Amiga Version 
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Pick & Choose 


Yep, that's right, Gilbert is planning to 
give away his Brother! Not, of course, 
another phlegm-ridden snotting alien, 
but a shiny Brother dot matrix printer. 
Just think of all the things you could do 
with one of those... 

Of course, seeing how fond Gilbert 
is of his brothers, he is only willing to 
give one away. But, don't worry, we've 
managed to convince the slimy one 
into offering even more prizes. At no 
considerable expense to himself, 
Gilbert will also be giving away twenty 
copies of his book, "Gilbert's guide to 
life". And, if that weren't already 
enough, he's also managed fo talk the 
company responsible for publishing his 
game, into parting with twenty copies 
of the Munsters. Apparently he's asked 
us to thank both Corgi Books and 
Again Again for cowering to his 
demands. 


What is Gilbert's inter-galactic space 
ship is know as? 


A) The Tardis B) The Liberator 
C) The Millennium Dustbin 


Gilbert's latest TV series is produced 
by which TV Company? 


A) TVS B) Tyne Tees C) Thames 


From what planet does Gilbert 
originate from? 


A) Drill B) Saturn C) Mucus 


Gilbert first appeared on which TV 
program? 


A) Get Fresh B) Pro-Celebrity Golf 
C) Jackanory 


The Editor's decision is final and no 
correspondence will be entered into regarding 
competitions or the results of competitions. All 
prizes are offered believing them to be 
available. If, however, a prize is unavailable we 
reserve the right to substitute a prize of 
comparable value. No cash alternatives will be 
given. Results will be published as soon as 
possible and prizes despatched as quickly as 
possible. Please refrain from phoning regarding 
competition results or prize delivery. Employees 
of Gollner Publishing Ltd and companies 
participating in competitions are not eligible to 
enter. 


ANSWER 1 
ANSWER 2 
ANSWER 3 
ANSWER 4 


Send to: Gilbert's Brother's Competition, ST Action, Theatre House, 
Theatre Lane, Chichester, West Sussex. PO19 1SS. 


Closing date: 19th June 1989 


COMPETITION 
WINNERS 


ST ACTION BIRTHDAY TOMBOLA COMPETITION WINNERS 


Incredible! There is no other way to describe the response we had to our mega 
birthday tombola competition. We had literaly thousands of entries: over seven 
and half thousand to be precise. Having weeded out all of the multiple entries the 
ST Action crew got down to the unenviable task of drawing the winners. But, 
before we announce just some of the names, | would like to thank each and 
every one of you who took the trouble to enter. Congratulations! 

Now, just to prolong the agony, I'll just tell you the correct answers: 


1) What game has been awarded the highest percentage in the history of ST 
Action? - Nebulus scored 92% while Dungeon Master Was rerated at 95%, either 
answer would have been correct. 

2) What two games received the coverted STA1 award in our very first issue? - 
Gunship and Dungeon Master. 

3) Name two of the ST Action reviewing team. - We were very lenient here, if 
you named any two people featured in the 'just who do we think we are?’ feature 
you would have been judged correct. 

OK, here they are, just a few of our winners. Don't worry, however, if your 
name doesn't appear in this list, you still might receive a prize. 

Darren Garbutt, Alan Thompson, Clive Rimmer, Gary Archer, Robert Dawson, 
David Pert, John Coltman, A. Chadwick, Philip Harman, Alan Ralton, Andrew 
MaciInnes, Alex Simmons, James Hyde, David Gent, Simon Ferrari, Chris 
Armstrong, Grant Evans, Gary Joynes, Frank Sowery, Daniel McHugh, lain 
Angus, Bill Wernham, Steven Bell, Neil Taylor, Andrew Briggs, Cecil 
Broomsworth, Ben Russell, Peter Harper, Mark Woodhouse, Andrew West, F. 
Kaucher, Lee Wheelhouse, Kevin Trebell, Gary Edwards, Simon Falush, N. 
Smith, Jon Hocking, D. Harrett, David Sually, Andrew Wilson, 

Paul Masterson, D. Nicholson, Siddharth Patel, Micheal Bristcham, D. Foreham, 
Yvonne Thomas, Jonathan Ray, Andy Grosh, Peter Wong, Adrian Wilson, 
Bryan Sturdy, Ian Heathcock, Scott Thompson, R. Cooper, D. Telford, M. 

Carrington, Michael Tierney, James Turner, T. Munnery, Ben Condon, 
Sylvan Lynn, Jason Harmon, R. Brand, Ross Portass, James Brywood, Steven 
Shorrock, Darren Buckley, Gary Whaley, D. Hartley, Shaun Donaghy, 
Paul King, Daniel Lopez, Michael Smith, Sam Brady, Ian Jess, 

Steven Hobson, Paul Wadland, Roy Castle, Matthew Brown, 
Christopher Lang, C. Taylor, John Watson, Joe Hall, 

I. Hovey, A. Jewell, Carl Paul 


COMPETITION 
WINNERS 


Moran, J. Middleton, Graham Cope, Richard Elton, Jason Baxter, Nicol Scott, 
: Andrew Whittaker, Neil Pace, Craig Southworth, Simon Smith, 
Billy Prince, Andrew O'Brien, Sai Wing Cheng, Fiona Chalmers, Paul Hatchett, 
_Piers Jeffreys, Michael Bram, T. Bishop, N. Lindley, J. Haines, J. Quinney, J. 
| Valkenburg, Neil Baker, Meirion Bodman, C. Newcombe, Lee Niven, 
Sean Laird, I. Storey, Sally Brown, A. Phillips-Godfrey, Stewart McGregor, Chris 
Vollbracht, J. Hetherington, Darren Thomas, Jason Ramchurn, 

Mark Alner, Leslie Rogers, Brazier, S. Falkinder, Leigh Riby, P. Robinson, 
Charanfit Dheer, Richard Gibbons, Timothy Hodges, Neil Fox, Thomas Dunham, 
G. Clifford, Karl Morris, David Williams, A. Douglas, Roger Ainger, 
Famon Ward, Adam Spillane, J. Holsgrove, John Wabe, Graeme Melville, Jamie 
Wither, Alasdair, Watson, B. Green, B. Kennington, Peter Donaldson, D. Singh, D. 
Gibson, A. Wood, Steve Sharples, D. Haddon, Trevor Daw, 

Kevin Wright, D. Baines, D. Golledge, B. Iqbal, J. Dhaliwal, N. Langley, R. Pullan, 
Bill King, Richard Wornham, S. Berry,Andrew Brightmore, Robert Steel, 
Andrew Wood, Craig Anderson, Steven Tiffin, S.Menio, Iain Freen, 
Martin Carr, Tim Scott, G. Pratt, G. Ramsay, Robbie Nichol, 

Robert Langley, Margret Hardingham, Tony Morahan, Peter Kink, Stuart Miles, 
Simon Brazier, Darran Homer, Keith Vance, J. Robson, J. Davies, Dennis Grant, T. 
Frosdick, Michael Keogh, Samuel Caplan, Jeal-Paul Eckersley, 

Paul House, J. Winkel, N. Johnson, Alex McNiven, Stephen Skinner, David 
Fiddes, William Man, Harry Drysdale-Wood, Nick Lefkon, Joseph Shields, 
Sean Finnegan, David Jones, Robert Grant, Kevin Spokes, Steven Rayford, W. 
Moore, M. Bland, Alex Panos, P. Osborne, Thomas Hart, Keith Lear, Richard 
Kennerley, S. Button, David Nicholls, Chris Cole, J. O'Connell, A. 
Dickson, Roy Hodson, N. Swain, Paul Gardner, 

Lynda Blinkho, Philip Tolley, Alan Dixon, 

Melissa Westerman, Tony Oakley, T. Vannozzi, 

Thomas Finkenrath, A. Marsh, Joel Gilbert, David Biddie, Paul Kleman, 
Carl Badderley, Martin Chapman, Tim Waiting, 

Darren O'Hare, Philip Reilly, David Harhness, Dean Lingwood, Philip Carr, 
V. Andrews, S. Thatcher, John Foley, Brett Wilson, 

Chris Gill, Dylan Cruss, Andrew Page, 

S. Phelps, S. Gowle, Kevin Smith, 

Nathan Pedley,Darren Clark and Adrian Harris. 


Well Done! 


Games written to date: 


"Er, something I'd rather not name that was for Software 
Projects! Then | wrote Impossaball for the Spectrum and 
Amstrad; then Nebulus for the 64 and Spectrum; and a 
budget game called Sundog. Then, on 16-bit, | converted 
Nebulus to the Amiga and ST, wrote an unreleased game 
called Ammotrack (watch this space, folks!), and then 


Eliminator for the ST. That's it really..." Development Tools: 


"All my stuff is written on the ST using DevPac 2. But 
when its released I'll go over to the new Developers 
DevPac." 


Interests: 


"| like playing music, but | don't get any time for It any- 
more. | used to play in bands for a while. And | like read- 
ing. Robert Heinlein is my favourite, but I'll take a look at 
most things." 


Most Admired Programmers: 


Paul Woakes and David Braben: "I liked Virus for a week 


i or two!" 
Favourite Games: 


"| don't tend to stick with one game very long, but at the 

moment I'm playing Rainbow Art's Denaris on the Amiga, Hates: 

and have just completed it! And | used to like a lot of 

Ultimate's Spectrum stuff. You know, Knight Lore, Sabre "Spiders. Apart from that I'm an easy-going kinda guy!" 
Wulf and all - it was very good for its time. Apart from that | 

like Paul Woakes' stuff: Mercenary and Backlash." 


What annoys him about the software 
industry: 


: TT TTTiTre 
"Rubbish products that are hyped up. No one seems to 
have enough commitment, and simply release stuff so that 
they can make money - | hate that." 


Next Project: 


"I've been wanting to use the name Scavenger for ages 
now, and now I've found a game that it works with! I'm not 
allowed to say a lot, but it's basically a 3D vertically- 
scrolling shoot'em-up, based around time travel. | have 
also been messing around with filled 3D stuff." 


WELL, NOT QUITE - IN FACT WE'RE GIVING A FREE CHEAT DISK, FULL OF MARK 
LAWRENCE'S TOP HACKS, WITH EVERY SUBSCRIPTION TO ST ACTION 


ae bai gcc ostn rsa iption: Please sign me up for a twelve month subscription to 
een ST Action. | enclose suitable payment/access details 
UK £14 
Europe £30 TEST p> ast aE gC 7 RS SRE Oe a Os 
World £40 
V2Us (e | EL aman ge i eC my (-) SAV Se Soe ea 
ST Action Dept Subs, 
lOTheatre Lane, Cd casttnsstassstassseasseeaseeraseerasesseasersaereaessaseenaeesaneeeanseceaseceaseseaas 
eRe 05 Gul pe me eat NS WE Chew en mamas SAS RaM line Laplan Sewaune Vacuoedin HERD MAAWUREda LIK KelranetainusneckntaekandSsan 
West Sussex, 
PO19 1SR SERRE SRR REET RESET RRR R BREST RRR 
Jira Tg! 3 6 NRE Sia et eee POSE CODE. ciiccninecsessntxciesreasns 
Or order by telephone: 
C/O Brenda on (0243) 533575 ACCESS NUMDEFL........:cecccceenenenencenes PS PPE Ee OEE 


x 
This is, of course, a complete and total lie, but you've probably guessed that already... 


se EPWsAEWSE .. Well, this has got to be the 
| | ae _ best GTGA yet! Thanks to 
' fa 6S | every one who contributed, 
oe and keep sending in the 
a excellent cheats. | won't keep you 
Ae waiting, but | doubt if you are reading 
this bit anyway! Anyway, on with the 


tips... 


ee, 
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game, your player will be 
invincible. He also noted 
that if a computer-con- 
trolled opponent is decked 
and you do this, he, too, will 
be immune to any assaults. 


Jason Smith of Whitchurch, 
Bristol, has been playing 
this excellent beat'em-up, 
and reckons that if you 
pause the game after your 
character has been knocked 
down, and then restart the 


X - spins the car 
S - advance to the next 


stage 
F - refills the fuel tank 


| wouldn't have thought you 
would have needed infinite 
lives for this average con- 
version, but still, Steve 


Moore from Beccles in 
Suffolk has found the 
game's cheat mode. When 
the car is on the starting 


G - end game 
1 - fit UZ cannon 

2 - fit cruise missiles 
3 - fit electro shields 
4 - fit nitro injectors 


line, type LAVILLASTRAN- 


GIATO then press the fol- 
lowing for various effects: 


O - remove special weapons 
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arrow and left arrow. Now 
save the file and delete 


the original save file. 
Now write-protect the 
disk and load it into your 
game. When loaded, the 
life bars will have disap- 
peared, indicating that 
VOUT Deity die How 
immortal, and you will 
find that you cannot use 


Select your heroes in the 
order you wish to play; 
play the game for a minute 
or two and then save your 
position. Reset the game 
and load up a word pro- 
cessor (lst word in medi- 
um resolution mode is the 


best). Load up your saved 
position, and a load of 
jumble will appear on 
long-range weapons 
except Raistlins' magic. 
Haydn Wright from 


screen. Your character's 
position is represented by 
arrow characters, sO move 
the cursor down four 
paces and type: down 
arrow, right arrow, down 


Lincoln is the one to 
thank for that. 
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by The Boys 
Without Brains 


Take the heroically 
bronzed HAWKEYE through 12 individually loaded levels 
of non-stop combat action, featuring real parallax 
scrolling, dazzling graphics and sound destined to give 
your ears the treat of their lives. 


ATARI ST & AMIGA 55» 


An addictive and beautifully presented shoot ’em up of the highest calibre! GOLD MEDAL ZZAP! 64 CBM 64/128 
Thalamus, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG74QW (07356) 77261/2 


My heart really goes out to David 
Harwood of Rainham, Essex. Not only 
did he buy this piece of rubbish, he 
also stayed comatose long enough to 
complete it - mind you, so did our 
Editor, Nick Clarkson, so it can't be 
that hard! Anyway, David has sent in 


the complete solution, so if you finish 
it now, you need never load it up 
again. 

You begin at Armstrong Gardens, 
so go down into the bowling green, 
then right along the bowling green, 
down into Petre Street, and then right 
into the estate agents. Take the hat 
you find there, then press F3 to get 
‘special’, and click on 'go home'. You 
automatically go to Roy's house, so 
collect the membership card and 
leave, going right and then down, 
bringing you to Scott gardens. Go 
right until the end of the road, and go 
down into Station Road. Keep going 
left, then go down into London Road. 
Continue along it, and go into the 
Hypermarket you eventually reach. 

Go right, and then down the sec- 
ond aisle, and then go left until you 
see a security guard and a yellow 
door. Walk past both of these, and 
then go down. Go right until a man 
stops you with a knife, and pass him 
by using the membership card. You 
should now reach a room housing a 
box of fuses. Face the box, and press 
F3, 'special' should come up, showing 
a list of functions. The fuses to pull are 
numbers 1,2 and 3 , as these turn off 
the lights, the freezers and the security 
lock. However, the fuses are random, 
and if you switch off the lights or 
freezers, you will get slung out. If this 
happens, just go back into the hyper- 


market and try again. When you have 
found the security lock's fuse, pull it 
and go left and down. One of your 
team mates will be standing outside 
the yellow door. Just run into him to 
rescue him. 

Once again, you start at your 
Mum's house. Leave, and you will 
be in Rose Avenue, so go right 
and then up, and you will be in 
Letsbe Avenue (ha, ha). Walk all 
the way down it until you can't go 
any further, and go up into Daley 
Avenue. Carry on walking down 
the road until you see the King's 
Head pub. Go in, and you will see 
a man standing at the edge of the 
screen. Go up to him, and press 
F1. Click onto chat and read the 
message. Leave the pub and go 
left, and you will find yourself at 
the entrance to a building site. 
Put on the hard hat and go in. Go left, 
then up, and drop the hard hat. Go 
right, until you can't go any further, 
then go down and right. You will find a 
phone, lift and a guard, but before you 
reach him, go down. You will find 
another guard with a 
walkway in front of him, 
go down this, go right to 
end of the screen. Then 
go up to find yourself in 
the site office, and go up 
and use the phone - this 
moves the guard away 
from the lift entrance. Go 
right and collect the rusty 
key you find hanging on 
the wall. Go left out of the 
office, and keep going left. 
Then go up, right and then 
up again. Face the lift and 
use the rusty key, you can 
now go up in the lift. Walk 
left until the man with the 
knife stops you, but simply show him 
your membership card to get past 
him. Now run into the player to free 
him. 

Surprise, surprise, Roy is once 
again placed at his Mum's! Go out and 
go left four screens, then go up into 
Rochester Row, then right and up into 
Petre Street. Go right, and then up 
twice, then go left into Armstrong 
Gardens. Now go up into Station 
Road, left until the end of the road, 
and from Park Lane, go right 
twice. You will now be in 
front of a row of houses, one 
of which is yours. Take your 
wallet and leave, going left 
and then up into High Green. 
Now go left and up into Mary 
Street, and then up into Far 
Gate, before going left and 
up again to Terrance Avenue. 
You should now see the 
Farmer's Arms pub, where 
the shifty guy in the King's 
Head agreed to meet you. Go 
over and talk to him, and he 
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will ask you for some money. Use 
your wallet to pay him, and he will 
disappear, leaving behind a security 
pass. Take the pass and leave the 
pub. Go down into Far Gate and then 
retrace your steps back to Park Lane 
(right and then down three times). 
When you are in Park Lane Gardens, 
continue down Scott Gardens until the 
end of the road, and then go down 
into John Street. Go left for two 
screens, then go up and you should 
be in Hanging Gate. Go left until you 
come across the entrance to the distri- 
bution place. A guard will stop you, so 
flash your security pass and walk past 
him. Keep going right, and another 
guard will stop you, show this one the 
membership card and go up then 
right. Collect the crowbar that it is on 
the floor, and go left where another 
guard will stop you. Once again, the 
membership card gets you past, so go 
past him and down, then go right until 
you meet yet another guard. Once 
again, use your membership card, and 
go up. You will now se three crates, 
one is empty, one contains a snake, 


and the other a player. Open the 
crates until you find a player, but if 
you get bitten by the snake, you sim- 
ply retrace your steps from outside the 
distribution centre. 

When you are put back at your 
Mum's, drop the crowbar and the 
pass, then leave. Go six screens to the 
left and then up into Rochester Row. 
Go right and then up, bringing you 
into Petre Street, then go left until you 
reach the fast food centre. Go in it, 
and then up. Go right until a guard 
stops you, so show him the member- 
ship card, then go down after you 
have walked past him. Collect the key 
on the table and go back up. Walk left 
two screens and show your memvber- 
ship card to guard who tries to stop 
you. Face the door and use the key to 
free the last of your team. 

Finally, David says that, if you get 
a lead in the football section, just keep 
kicking the ball back to your goalie. 
This way he keeps saving it and run- 
ning up and down the penalty area, 
throwing it to you so you can kick it 
back! 


Flying Shark - Firebird 


Level5.MAP with | 
Levell.MAP, you will find | 
that you can begin the. 
game on legel 5 instead of 
level 1. Cheers very muchly 
to Milton Keynes' very own, 
Ryan Copeland for that. 


This cheat works a bit like 
the one I printed on Space 
Harrier II last month. Back 
up your second disk, and 
look at the files. You should 
find several 'Level.MAP' 
files. By simply swapping, 


say, 


Finding this excellent horizontal- 
scroller a tad too hard? Then Mark 
Crook from Pontymister comes to 
your rescue. Load the game up and 
start playing. Now press ESC and 
when you start a new game, press the 
FE key. You will now have access to the 
cheat mode. Alternatively, if you can't 
get that to work, Mark Lawrence reck- 
ons that typing SWAMP THING into 
the high-score table, restarting and 


mbarrinvectnemeaneiay 
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Gary Aslett, from Caven (lI 
think) near Wolverhampton, has 
found a cheat for this playable 
little sim. After you have score a 
try, before you press fire to con- 
tinue, press Fl instead. [his 


takes you back to the match. 
Press fire now, and another try is 
added to your score. You can 
repeat this process until you are 
eventually tackled! 


OOO oa 


pressing E will give you access to a 
level skip cheat. This is then activated 
by using the + and - keys. While you 
are in this level select mode, mode the 
joystick diagonally up/left, press fire 
and then press E. You now enter a 
game editor. Before you, you will see 
a row of background characters dis- 
played at the top of the screen. Below 
this, there is also a list of keys (F1 to 


F10 and 0 to 9). There will also be a 


white box in 
the top left 
corner of the 
screen. This 
is a cursor, 


a and _ using 
yd the joystick, 
\] you can 


mo Vv e 
through the 
map of the 
Present 
level, using 
the keys list- 
ed to change 
any part you 
don't like. If 


1 
ven Aurore Serou ne frxerans hanna et 
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Did you know that there is a 
hidden hole within this 
playable little game? It is 
hidden within level nine, 
called Energy. To the left of 
| the screen is a little mouse- 
_hole, within which are two 


glowing eyes. When these 
eyes glow red, putt the ball 
into it, and a new screen will 
load - called, appropriately, 
Mystery. Thanks to Stephen 
Parker for that. 


Strokes left [5 | 


you are not happy with your selection, 
press UNDO to change it. If the char- 
acter you wish to use isn't there, use 
the cursor keys to scroll through the 
other available characters. While in 
the editor, you can also use the follow- 
ing keys to select different options: 

Esc - returns you to the level 
selector. From where you can press 
space to re-enter game. 

In each of the following, the 
numeric pad's Enter key is used to 
escape. 

P - alters the game's palette. Use 
the 1,2,3,4,5 and 6 keys to colour 
swap. 

X - allows you to modify the exits. 
Use the + and - keys to select the exit 
number, and then press S. Then, you 
can use the + and - keys again to set 
which level you go to when the exit is 
used. Likewise, the cursor keys alter 
the exit's position. 

W - lets you choose which 
weapons can be selected on which 
level. Again follow the rules above, as 
they work in the same way. 

If you return to the game and your 
craft is not onscreen, the map will 
scroll until it finds you. 


ef Pel Bt ees 
Osse3 * ergs 


tee 


I printed a few of the pass- 
words a few months back, 
but Bas Wiegmans who 
hails from the Netherlands, 
has sent in a more compre- 
hensive list. 


S - ROSS 
16 - FAT EL 
24 - LISA 
28 - SINK 
a. - OAV =. 
36 - BIRE 
40 - IROMN 
<4 =} - BIRD 
48 - LEAF 
a - [APE 


Load up this below- 
average game and 
start playing. Now if 
you press the TAB 
and number two 
keys during the first 
level, you will be 
transported to 
Technocity. Repeat 
this, and you will 
warp to Iceland. 
Ashley Stocks from 
St. Annes found 
that out. 


100 
104 
108 
Lia 
la 
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g When this brilliant conversion is loading, if you type AVAL- 


ON the screen will go all stripy and flash a lot. You will also 


| find that, on starting the game, you will have infinite lives! 
_ Also, Karl Hartley has found that during round two, if you 


ROUND 1 


push the third cactus you come to, you will become invinci- 
ble for that round. Also, 'Jimmy' from Uttoxeter has found 
a useful way to gain infinite lives. Start a two-player game, 
and get the first player as far as possible. Then, with the 
second player, reach the fairy and on your way back, push 


| the second cactus from left to rght. It then releases a yellow 
| dot. Collect this, and lose your life. Continue playing with 


player one, and when it is player two's go, keep moving the 
cactus, thus releasing the yellow dot. Now as long as you 
keep doing this, player one will never die! ‘Jimmy’ also 
sent in a couple of useful quirks: if you push the third fire 
hydrant, the baby ghosts can't kill you; as you make your 


| way through the forest, push the first log you find, and it 
| will release point-giving balloons; and on level three, push- . 


ing the same log warps you through the level. 


| As I said earlier, keep'em 
|| coming (the tips that is!), as 
|| these are your pages. 
|| Winners this month are 
|| David Harwood for his Roy 
| of the Rovers tips, and he 
| receives two games when he 
|| contacts me, whilst Steve 
| Moore receives a game of 
‘thie choice for - his 
| Raodblasters cheat and, 
i finally, a game goes to 
| Haydn Wright. If you lot can 
| ring me on the usual num- 
| ber, we can sort out some 
prizes. Thanks a lot, and see 
/} you next month. 

—- 3 


020SI-FM SUPER PACK 


1Mb DISK DRIVE 


£450 OF SOFTWARE 
ARCADE GAMES 
Aood Imagine £19.95 


Beyond The Ice Palace... Elite £19.95 
Blaacklamp................... Firebird £19.95 
Buggy Gov... Elite £19.95 
Chopper X Mastertronic £9.99 


ike Warton ....si‘(i‘(é(é<cé;(é;é}§#!”}N!NNCL Elite £14.95 
Marble Madness .......... Electronic Arts £24.95 
Quadralien..................... Logotron £19.95 
Ranarama .......... Hewson Consultants £19.95 
Return To Genesis ................ Firebird £19.95 
Roadwars ............... Melbourne House £19.95 
Starquake ............. Mandarin £19.95 
Test Drive ow... Electronic Arts £24.95 
ns... Firebird £9.95 
hundercss... Elite £19.95 
Wo... Ocean £19.95 
Xenon... Melbourne House £19.95 
synapses... Hewson Consultants £19.99 


The range of Atari ST computers offers something for everyone. From the games enthusiast 
who wants the challenge of the very best in arcade action, to the businessman who wants to 
make financial forecasts or faultless presentations. The ST offers high quality graphics, 
sound and speed for the gamer, whilst providing a fast, user friendly and affordable solution 
to business. The ST is now firmly established in the home environment and boasts a wealth 
of users in education, local government, television, and a variety of different businesses. 
Software for the range stretches to cover applications as diverse as ENTERTAINMENT, 
ACCOUNTS, ART, COMMUNICATIONS, COMPUTER AIDED DESIGN, DATABASES, 
DESKTOP PUBLISHING, EDUCATION, MUSIC, PROGRAMMING, SPREADSHEETS, WORD 
PROCESSING and more. For a full list of the software available, as well as details of the ST 
range, complete and return the coupon below. All prices correct at the time of going to press. E&OE. 


SPORTS SIMULATIONS 
The Atari Super Pack is ideal for you if you want to get off to a flying stat Eddie Edwards Super Ski... Elite £19.95 5270S 4 a PME cx PI 0 RER # AG K 
“ie ie bast Jp — eee The Pack po a sgl secon Ou. Tynesoft £19.95 
y , & Dullt-in tt rive, over £450 of to ames an % ; 
joystick. It you buy the Super Pack at Silica Shop, we will add our own st Summer Olympiad '88 ........... Tynesoft £19.95 WITH BUILT-IN 1Mb DISK DRIVE 


Starter Kit (worth over £200), Free Of Charge. Return the coupon for details. PRODUCTIVITY SOFTWA RE 


+ <2 es cs Organiser .............. Triangle Publishing £49.95 


JOYSTICK 
INCLUDING VAT 


Atari CX40 Joystick .......... AtariCorp £4.99 
With SM124 mono monitor: £498 With SC1224 colour monitor: £698 \n¢ 


FREE ATARI BUNDLE VALUE:£458.97 


The value for money offered by the Atari ST range is reflected in the Explorer Pack 
featuring the 520ST-FM computer with 512K RAM. The 520ST-FM computer now 
comes with a built-in 1 Mb double sided disk drive as well as a free mouse controller 
and a built-in TV modulator. The new 520ST-FM Explorer Pack includes the 520ST- 
FM computer, the arcade game Ranarama, a tutorial program and some useful 
desktop accessories. In addition, if you buy the Explorer Pack from Silica, we will 
give you the Silica ST Starter Kit worth over £200, FREE OF CHARGE. Return the 
coupon for details of our Starter Kit and of the’full ST range. 


1040ST-FM. The 1040ST-FM has 1Mbyte RAM and a E 
1Mbyte built-in disk drive. In addition, the 1040ST-FM 
now comes with a TV modulator built-in. (The previously | 
available 1040ST-F was designed for use with a monitor | 
only and did not come with a modulator.) This modulator | 
allows the 1040ST-F to be plugged directly into any | 
domestic TV set, and comes complete with a lead to 
allow you to do so. The new ‘Professional Pack’ from 
Silica includes the new 1040ST-FM with modulator plus 
four high quality software packages including a spread- 
sheet, database, word processor and programming lang- 
uage. This ‘Professional Pack’ software will enable you to 
get straight down to business with your new computer. In 
addition to this software (worth £384.84), if you buy the 
Professional Pack from Silica Shop, you will also receive 
the Silica ST Starter Kit (worth over £200), Free Of 
Charge. Return the coupon for further information. 


ATARI 1040ST-FM ................. (Computer) £499.99 
VIP PROFESSIONAL ......... (Spreadsheet) £149.95 
MICROSOFT WRITE .... (Word Processor) £149.95 
SUPERBASE PERSONAL ...... (Database) £59.95 
BASIC DISK & MANUAL ..... (Language) £24.98 


eo NORMAL RRP: £884.82 
With SM124 mono monitor. ..... £598 v5 LESS DISCOUNT: - £385.82 a | 
With SC1224 colour monitor: .. £7980 | | PROFESSIONAL PACK PRICE: £499.00 & 
oMb &g ab MEGA ST Before you decide when to buy your new Atari ST | SILICA STARTER KIT: Worth over £200, FREE 


computer, we suggest you consider very carefully WHERE | with every Atari ST computer bought from Silica. 
you buy it. There are MANY companies who can offer | PROFESSIONAL PACK: Free business software 
The MEGA ST computers are styled as as lightweight keyboard with a separate CPU, 
connected by a coiled telephone style cable. There are two versions of the MEGA ST, 


you a computer, a few peripherals and the top ten selling | with 1040ST-FM and MEGA ST's bought from Silica. 
titles. There are FEWER companies who can offer a wide | pEnICATED SERVICING: 7 full-time Atari trained 
one with 2Mbytes of RAM and the other with 4Mbytes. Each version has a 1Mbyte 
double sided disk drive built-in to the CPU unit. The MEGA ST’s do not come with 


range of products for your computer and expert advice | staff with years of experience on Atari servicing. 

and help when you need it. There is ONLY ONE THE FULL STOCK RANGE: All of your Atari 
modulator built-in and must therefore be used with a monitor. With every MEGA ST 
purchased, we will add the ‘Professional Pack’ software (worth £384.83) detailed 


company who can provide the largest range of Atari ST persia 
: : ; a equirements from one place. 
related products in the UK, a full time Atari ST specialist AFTER SALES SUPPORT: The statt at Silica are 
above, plus the Sil- 
above, pis ine Si 2Mb MEGA ST 4Mb MEGA ST 
von §=£899. | £1199: 
both Free Of Charge. VAT VAT 


technical helpline and in-depth after sales support, inc- : 
luding free newsletters and brochures delivered to your | 9@d'cated to help you get the best from your ST. 

Return the coupon +mono monitor=£998 | +mono monitor=£1298 

for further details. | +colour monitor=£1198 | +colour monitor=£1498 
the coupon below for our latest literature and begin to | FREE TECHNICAL HELPLINE: Full time team of 
experience the Silica Shop specialist Atari service. Atari technical experts always at your service. 

If you already own an Atari ST computer and would like to be registered on our mailing list as an 

ST user, let us know. We will be pleased to send you copies of our price lists and newsletters 


door for as long as you require after you purchase your | FREE CATALOGUES: Nailed direct to your home 
DIP PageStream £149. TART T 
FREE OF CHARGE as they become available. Complete the coupon and return it to our Sidcup 


+ SM124 mono monitor: £398 'nS + §C1224 colour monitor: £598 Wx¢ 


been established in the home computer field for ten years | 2S l! of the new releases. 
with an annual turnover in excess of £8 million and can | FREE OVERNIGHT DELIVERY: On all hardware 
fh an Atari 1040ST and a Seikdsha SP-180Al printer, you can be up and | * POSTSCRIPT COMPATIBLE 
with a complete system for less than £1000. Some of the features of | ~ TAG FUNCTION 


now claim to meet our customers requirements with an | 0'ders shipped within the UK mainland. 

accuracy and understanding which is second to none. | PRICE MATCH PROMISE: We will match comp- 
PageStream are listed to the right. lf you would like further information on this | * AUTO/MANUAL KERNING & HYPHENATION 
A program, complete and return the coupon below, ticking the ‘DTP’ box in the corner. * GROUPING OF OBJECTS ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 


But don't just take our word for it. Complete and return | etitors on a ‘same product same price’ basis. 
ee eg 


computer. That one company is Silica Shop. We have | 48 Soon as we print them, featuring offers as well 
Desktop Publishing (DTP). is one of the fastest growing applications tor personal * TEXT-FLOW AROUND GRAPHICS 
| computers. We are pleased to announce a powerful low cost package for the Atari ST | * ROTATION OF TEXT & GRAPHICS 
| alled PageStream. PageStream costs only £149 (+VAT=£171.35) and, because it | “ SLANT OR TWIST ANY OBJECT 


mH HE EEE Ee ee ee oe 
To: Silica Shop Ltd, Dept STA 0689 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 


branch and begin experiencing a specialist ST service that is second to none. Mr/Mrs/Ms: Initials: Surname: 
SILICA SHOP: COL ha ONE ens ee Ree Bite: face PERM tere eh ee 8 Uae: 


SIDCUP (& Mail Order) ................ 01-309 1111 
1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 
OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm 


UPC IB eC 98 Dg We gg R, 01-580 4000 
52 Tottenham Court Road, London, W1P OBA 
OPEN: MON-SAT 9.30am - 6.00pm LATE NIGHT: NONE 


LONDON ......... 01-629 1234 ext 3914 
Selfridges (1st floor), Oxford Street, London, W1A 1AB 
OPEN: MON-SAT 9am - 6.00pm LATE NIGHT: THURSDAY 9am - 8pm 


Be RRR Es Rat a Ue SEW Nah lee Postcode ight inde elu opetbetcos tae 
Do you already own a computer 
AP OC WE MaIh CMEROLPOMDTOWNES so dsscrccivnce aden siesdsptabatd Su okapeegssay oc Cage ybians to ehg adenine DTP E 
mh HH EE EH EE EF EF EE EE la 


In reply to the many letters we have received, 
Nick Clarkson addresses the question: 


"JasT How Do You 
CISE THE POKES?" 


Right, the first thing to do when using the 
pokes is to have at least one blank disk avail- 
able. 

Format this blank disk in the usual man- 
ner. For those of you who are not sure about 
this process this is how it is done: 

1) Place the disk in the drive, making sure 
that the write-protect hole is covered. 

2) Click on the ‘Floppy Disk A’ icon. 

3) Move the mouse pointer over the 'File' 
menu bar, highlight the 'Format' option and 
then click on the mouse button. 

4) A question box will appear, telling you that 
all the information on the disk will be erased if 
the disk is formatted. Confirm that you still 
want to continue by moving the mouse point- 
er over the 'OK' box and click on the mouse 
button. 

5) The disk formatting menu should appear 


k File Run Edit Debus 


“a a aid stats testa iit aa ROE: a = i 3 HE Be ite fis tt Pe ! = soSe SRR Lethe Speer! 
DATA a aH3458, HSic8, LHFFFS, SHAEDL, HiZAtE, 07 »RHLB4S /RHASGE 
DATA 8H7365, &H7274, &H2067,8H64 6D, 7AH6528, BH6469, 8H736B, 82061 i 
DATA &HGEG4 22878, 2H7265, 847373, &H2061 242068, 246573, 20088 


et The following code is game specific. These are the lines 
EM of code that - be altered to provide cheats for 


ra different _ 
0 USE, HE CHEAT DISK IW DRIVE A Lae RESET THE ATARI. 
368 an WHEW hae TeD INSERT ZYNAPS DISK AWD PRESS A KEY 


load \POKES\ST_BASIC\UNIVERSE BAS 
Syntax Error at line 38 


list 
Dk 378 REM 


next. You may, if you wish, name your disk by 
typing in a suitable title (e.g. CHEATS.STA). 
This process, however, is not necessary. 

6) Next you must decide whether the disk is 
to be either single or double-sided. Move the 
mouse pointer over the required box and click 
on the mouse button (if you have a double- 
sided drive | would suggest you always 
choose the double-sided option). 

7) Now move the mouse pointer over to the 
'‘Format' box and click on the mouse button. 
The computer will then proceed to format the 
disk. 

8) On completion, the computer will display 
how much blank space is available on the 
disk. Move the mouse pointer over the 'OK' 
box and click on the mouse button. The 
screen will revert back to the ‘Format’ menu. 
Move the mouse pointer over the 'Exit' option 
and click on the mouse button. The screen 
will revert back to the normal desktop and the 
disk in drive A will be formatted. 


1) Insert your Basic language into drive A. 

2) Click on the 'Floppy Disk A’ icon. 

3) Move the mouse pointer over the 'File' 
menu bar, highlight the 'Open' option and 
then click on the mouse button. 

4) A window displaying the contents of your 
Basic disk will appear. Move the mouse point- 
er over the square icon named 'Basic.prg'. 
Highlight the icon by pressing down the 


mouse button. Move the pointer over to the 
'File' menu-bar and highlight the 'Open' 
option. Pressing the mouse button will cause 
the program to load and run. 

5) When the Basic screens are displayed it is 
advisable to insert your blank formatted disk 
in place of the Basic language disk. 


Many of our cheats utilise the same chunk of 
Basic program. We, for the sake of argument, 
have named this code the Universal Cheat 
Routine. You should type it in and save it 
under a suitable title. Refer to your Basic 
handbook for extra details on how to enter 
the code. Some of you may have difficulty in 
entering line 30. If your computer won't 
accept the line, then leave it out, it will not 
affect the program. 

Having typed in, and thoroughly checked the 
routine, it should be saved onto your blank 
disk. Simply move the mouse pointer to the 
‘Save As' option and click on the mouse but- 
ton. The computer will ask you to give the 
routine a name. Use something easily recog- 
nisable (e.g. UNIVERSE.BAS, the '.bas' part 
signifies that the file contains Basic code). 
Move the pointer to the 'OK' box and click on 
the mouse button; the computer will then 
save the routine onto the disk. 


Right, having decided what cheat you want to 
use you must then go about typing it in. Look 
through the code that makes up the cheat 
routine. Any lines that be.g.in with the word 
REM may contain useful information (e.g. the 
cheat may need to be saved into an Auto 
folder). If the cheat doesn't have to be used 
with the Universal Cheat Routine then it 
should be typed into Basic and saved (see 
the previous section on how to save a file). 
However, most of our cheats must be added 
to the Universal Cheat Routine. To accom- 
plish this, load in your already saved copy of 
the Universal Cheat Routine. 

1) Move the mouse pointer to the 'File' menu- 
bar and highlight the 'Load' option. 

2) The computer will display a menu of all the 
Basic routines held on the disk that is posi- 
tioned in Drive A. Point at the name of the file 
which contains the Universal Cheat Routine 
and click on the mouse button, then move the 
mouse pointer to the 'OK' box and click once 
more. The Universal Cheat Routine will then 
load into the computer's memory. 

3) Type in the word 'list' and press the Return 
key. The Universal Cheat Routine should 
appear in the window marked ‘List’. 
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4) The code relating to the cheat you need 
should be typed in next and, on completion, 
the whole routine should be saved, again 
using a suitable title (e.g. for, say, a Bubble 
Bobble cheat, use BUBBLE.BAS). 


OK, all that is left to do is actually run the pro- 
gram. But first, check to see whether the pro- 
gram needs to be saved into an Auto folder. If 
it does, then follow the step explained in the 
next section before carrying on. 

1) Move the mouse pointer to the ‘'Run' 
menu-bar and highlight the 'Run' option. Click 
on the mouse button and the computer will 
execute the program. 


2) To actually run the cheat, power down your 
machine and then switch it on, leaving the 
disk with the cheat on it in Drive A (if you 
have saved the cheat into an ‘Auto’ folder the 
the cheat will automatically run). 

3) Click on the 'Floppy Disk A' icon. 

4) Move the mouse pointer over the ‘File’ 
menu bar, highlight the 'Open' option and 
then click on the mouse button. 

5) A window displaying the contents of the 
disk will appear. Move the mouse pointer over 
the square icon named after the cheat. 
Highlight the icon by pressing down the 
mouse button. Move the pointer over to the 
‘File’ menu-bar and highlight the 'Open' 
option. Pressing the mouse button will cause 
the program to load and run. 


1) It is not possible to create an Auto folder 
whilst your computer is running Basic. If you 
are still using basic, move the mouse pointer 
over the 'File' menu-bar and highlight the 
‘Quit’ option. Click on the mouse button and 
the computer will return to the desktop. 

2) Move the mouse pointer to the 'File' option 
on the menu-bar, select the 'New Folder’ 
option and click on the left mouse button. 

3) Type the word 'AUTO' when prompted and 
then press the ‘Return’ key. 

4) A folder named 'AUTO' should now be pre- 
sent in the disk window. 


REM ***kxkkkkkXUNi versal Cheat ROUtLNEKKK*KKKKAKKKKHKKKKKKKKKKEEKKEKK A 


OPTION BASE 1: DIM A% (128) : CHEAT=VARPTR (A% (1) ) 

DEF SEG=0: REM Remove this line if new ST Basic is in use 
X=CHEAT:READ B 

WHILE B<>99999 

POKE X,B:X=X+2 

READ B 

WEND 

REM This code is common to all cheat routines. Type in this listing 
REM and save it for future use. To use a cheat routine replace the 
REM lines of code in this program with those in the new listing. 
DATA &H601A, &HO000, &HOOE4, &HO000, &HO000, &HO000, &HO000, &HO000 
DATA &H0000, &HO000, &HO000, &HO000, &HO000, &HFFFF, &H4FFA, &HO1FE 
DATA &H2F3C, &HO000, &HO300, &H487A, &HFEF4, &H4267, &H3F3C, &HOO4A 
DATA &H4E41, &H4FEF, &HOOOC, &H487A, &H0064, &H3F3C, &HO009, &H4E41 
DATA &H5C8F, &H3F3C, &HO007, &H4E41, &H548F, &H4267, &H487A, &HOO4A 
DATA &H3F3C, &HOO4E, &H4E41, &H41FA, &HO068, &H3018, &HCOFC, &HO006 
DATA &HD1CO, &H487A, &HO037, &H487A, &HO033, &H2F08, &H2F3C, &HO04B 
DATA &H0003, &H4E41, &H4FF9, &HO007, &H7FFO, &SH2F40, &HO004, &H2240 
DATA &H43E9, &HO100, &H41FA, &HOO3A, &H3018, &H5340, &H2458, &HD5C9 
DATA &H3498, &H51C8, &HFFF8, &H4ED1, SH2A2E, &H2A00, &H1B45, &H496E 
DATA &H7365, &H7274, &H2067, &H616D, &H6520, &H6469, &H736B, &H2061 
DATA &H6E64, &H2070, &H7265, &H7373, &H2061, &H206B, &H6579, &HO000 
REM KEKKKKKKEKKKKKKEKEKEKKKKKEKEKKKEEKEKKKEKKEKREKKKKEKKEKKKKKKKKKKKK 

REM The following code is game specific.These are the lines 

REM of code that must be altered to provide cheats for 

REM different games. 


a DATA 5, 0, GHACC, GHAAT9, 0, GHSES, <H4A79, 0, SHEEC, &H4A79, 0, GH6CE, ‘GHAA79 
DATA 0, &H116A, &H4A79, &H6772, &H6170, &H6869, &H6373, &H2E64, &H6174 

_ DATA 0,99999 ~ | | 
BSAVE "CRACK.PRG", CHEAT, 256 


10 REM Infinite 'structure' for Fusion 

20 OPTION BASE 1:DIM A% (1024) : CHEAT=VARPTR (A% (1) ) 

30 DEF SEG=0:REM Remove this line if using new basic 

40 FOR X=0 TO 255 STEP 2 

50 READ B:POKE CHEAT+X,B 

60 NEXT X 

70 BSAVE "FUSCHT.PRG", CHEAT, 256 

80 REM KKKK KK KKK KK KKK KKK KEKE KERR ER EREREREEEEKEKEKERE KE 

100 DATA &H601A, &HOO000, &HOOEO, &HO000, &HO000, &HO000, &H0000, &HO000 
110 DATA &HO0000, &HO000, &HO000, &HO000, &HO000, &HO000, &H4878, &HO200 
120 DATA &H487A, &HFEFA, &H2F3C, &HO04A, &HO000, &H4E41, &H3EBC, &HO007 
130 DATA &H4E41, &H3EBC, &H0022, &H4E4E, &H41FA, &HOOBO, &H20C0, &H2240 
140 DATA &H20A9, &HOO18, &H487A, &HO070, &H3F3C, &H0026, &H4E4E, &H487A 
150 DATA &HOOAB, &H487A, &HOOA7, &H487A, &HOO9A, &H2F3C, &HOO4B, &HO000 
160 DATA &H4E41, &H48E7, &H8080, &H41FA, &HO086, &H2010, &H2060, &H2068 
170 DATA &HO0018, &HB1CO, &H6718, &H4268, &HCBCO, &H303C, &H4AB9, &H3140 
180 DATA &HB206, &H3140, &HB212, &H3140, &HCBB4, &H7048, &H6156, &H4CDF 
190 DATA &H0101, &H2F38, &HO118, &H4E75, &H48E7, &H40C0, &H41FA, &HFFFA 
200 DATA &H2208, &H4841, &HEO49, &H307C, &HO100, &H2F70, &H1000, &HO008 
210 #£=DATA &H4CDF, &H0102, &H4E75, SH4BF8, &HO140, &H43ED, &HO036, &H307C 
220 DATA &HOOCO, &H700F, &H20C9, &HD3FC, &H0400, &HO000, &H51C8, &HFFF6 
230 DATA &H21CD, &HOOD8, &H4DFA, &HFF8C, &H1ADE, &H5300, &H66FA, &H42B8 
240 DATA &H8240, &H7038, &H11C0, &HFA17, &H4E75, &HO000, &HO000, &HO000 
250 DATA &H0000, &H613A, &H7161, &H7A2E, &H6OD6F, &H6EOO, &HO000, &HO000 
260 REM To use this cheat,type in the program and run it to produce 
270 REM an executable file.Double click on this from the Desktop 
280 REM and when the drive stops insert Fusion disk and press 
290 REM a key.Game should load with poke in place. 
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‘his month I have good news and bad 
ews. The bad news is that the release 
ate for the 'Pools of Radiance! from U.S. 
old has now been put back until 
tember, which means, if past experi- 
ice is anything to go by, we are unlikely 
ee it this side of Christmas. Likewise, 
tima V, despite the claims of other 
ags, is also unlikely to be released until 
e Autumn. The release for Chaos 
rikes Back has also been delayed until 
ate May. Furthermore, Mirrorsoft have 
10w stated that, contrary to previous 
tatements, it has been decided that they 
NOT be producing a version of 
geon Master for Amiga A500 users. 
Oh dear! So sad! Never mind! 

The good news for war-gamers is that 
S$. Gold are about to release 'Red 
ightning' which I am assured is going to 
e a mega-hit for battle-hungry fans. 


Il Dungeon Master fanatics, Jonathan 
-hamberlain from Wivenhoe has written 


_ Knowing that the Dungeon Crew are 


Chae still trying to strike back. Dungeon Masters can only wait. 


with a fascinating item of interest. 
Jonathan writes: 'Did you know that you 
can flip coins in Dungeon Master? Neither 
did | till | put one in my action hand!' We 
had never heard of this option and | ini- 
tially thought it was all a leg-pull. But sure 
enough, if you place a coin in any 
hero/heroine hand you will find that you 
are given the option to 'Flip'. Selecting 
the option will result in a 'heads' or 'tails' 
reply. I've no idea what the purpose of the 
option is, but | intend using it to decide 
which dark passageway | should investi- 
gate next! The month's most fascinating 
item which made it across the Troll 
Bridge to the Dungeon was a disk con- 
taining a modified version of Dungeon 


Master. Some clever chap has used the 


Dungeon Master Editor Program to rear- 
range the original room layouts thus pro- 
ducing somewhere completely new for his 
friends to explore. At least it gives us 
something to do till 'Chaos' turns up. 

I have also been informed by Charlie 
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— « Bungeons 
and Disk Drives 


Mitch, his Dragon and the Troll are back with all the news that's fit to print 

from the world of Adventures. If you have an adventure problem that needs 

? eiving, and you can withstand the Troll's ill-temper, write to the ST Dungeon 
| and let the Troll bash your problems down to size. 


Hewitt of Rochester, that should you dis- 
play the save file from a Sierra-On-Line 
game you will find that the final lines can 
contain some very interesting lists of 
items which you may not have even dis- 
covered while playing the game. 

Finally, the Troll would like me to 
mention two items of interest. One is the 
pitiful amount of pocket money that he 
receives each week; and the second is 
that he receives vast amounts of letters 
which do not include a stamped, 
addressed envelope. As only a small pro- 
portion of letters can be answered in his 
column, the rest can only receive a reply 
through the mail. | asked him if he would 
consider spending all his pocket money 
on buying stamps and envelopes to help 
out adventurers, but I didn't quite under- 
stand his reply. It was something to do 
with a pig's ear, a running jump and a 
stuffed banana! Suffice to say, if you omit 
a S.A.E don't be surprised if your plea for 
help disappears under the Troll Bridge, 
never to be seen again. 


Mitch. 


TROLL LETTERS 


A Re-visit to the 
Police Quest Drunk 


Let's see how smart you are. Your tip for 
Police Quest I in the March issue about 
the drunk, did not work. | tried typing 
‘Follow me' and what did | get? The 
same, ‘But | have done nothing wrong 
ocifer'. Surely the almighty Troll didn't 
get it wrong? 

Well, now I'm offering you a chance 
to redeem yourself, but it'll cost. As well 
as the proper answer, you'll also have to 
tell me the location of the bridle in Kings 
Quest IV. | have great faith in you, so this 
time don't get it wrong. You have been 
WARNED! 

Mannanan (The merciless) 


OK, Sonny, arrest this bozo and get back to some more serious work! 
Police Quest 1 also features the mundane side of crime fighting. 


core: 66 


{administer fst— 


Do my eyes deceive me? Someone dares 
to question the wisdom of the Troll. 

Listen here, Sunshine, | may get con- 
fused sometimes - who wouldn't with all 
the cares and worries that | have? But | 
am never WRONG! 

To arrest the drunk you must carry 
out the procedure laid down in the police 
manual and THEN say, 'Follow me’. The 
procedure states that you must: 

Get License; Return License; Smell 
Breath; Tell suspect to get out of car; 
Administer an FST. 

The bridle is a tricky puzzle. Firstly, | 
wonder if you know about the whale? 
Secondly, do you know about the 
wrecked boat? If these mean nothing to 
you, forget the bridle and take up sea- 
swimming. If you do know about the 
wreck, then go to the bow and say 'Look 
at ground" 

OK, Dog's breath? 


Fooling the Fuzz in 
Corruption 


| have been able to get out of the hospital 
with the stethoscope in the pillowcase, 
but when you are taken to the police sta- 
tion and released, you do not have the 
pillowcase anymore. | have tried jumping 
out of the ambulance, but the driver puts 
you back in and locks the door. Please 
help! 

James Ellis, Abergavenny, Gwent. 


Take a tip from an old Troll, never let 
yourself be taken to the Police Station. | 
did once and | foolishly assaulted a 
policeman's boot with my nose. The trick 
is to remove the stethoscope from the pil- 
lowcase when you are lying on the 
stretcher and wear it. Once you are 
released from the Cop Shop you will find 
that PC Plod omitted to carry out a body- 
search and has allowed you to leave, still 
wearing the stethoscope. Tricky, tricky. 


Busking Tips for 
JINXTER 


How do | get money for a train ticket in 
the Jinxter game? | have tried busking, 


ound: on 


but it doesn't seem to work. 
C. Mayer, Cornwall. 


Knowing humans as | do, they would nor- 
mally let you starve to death before part- 
ing with any of their money. What is 
needed here is a little of the Troll's cun- 
ning. First put on the dancing shoes and 
place your hat on the ground. Working on 
the principle that all humans are like 
sheep, put what little money you already 
have in the hat, and sure enough when 
you begin busking the poor fools will see 
the money and follow your example. Mind 
you, you will need to keep it up for a little 
while to get results, as it takes time for 
the sheep instinct in humans to overcome 
the greed factor. Incidentally, please 
remember that, as I explained previously, 
I have decided that this game is spelled 
'JINXSTER'. And I will tolerate no argu- 
ments! 


Ditching Sweet 
Cheeks in Police 
Quest 


When you are in the hotel, how do you 
get Sweet Cheeks to wait somewhere 
until you get the barman to show you to 
the gambling room? 

Brian Harrigan, Glasgow. 


If you take her back to your hotel room 
and telephone Lt. Morgan, he will suggest 
you get her out of the line of fire by send- 
ing her home in a taxi. Your next problem 
is how to get a taxi. As | am a kindly soul, 
I'll give you a clue. In America, Directory 
Enquiries is 411. Have a nice day. 


Seeing Triple in 
Wishbringer? 


I am stuck in the Infocom Wishbringer 

game. Can you tell me where | can find 

the 3D glasses and the broom? I have 
looked everywhere I can think of. Also, 
can you ask the Dragon which is his 

favourite adventure. 

Jenny Foster, Letchworth. 
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Itsy bitsy spider... go 
probably the most difficult in the series. 


SONORAN MOAR DMNA EE ROH ATOLL REERERE A RERE ERS 


Sila RH rraeueneanen 


vane es 


tions! The 3D glasses are just whe 
would expect to find siete - unde 


any broom. As far as | can recall th 
wasn't a broom in this game. One thin 
for sure, there are no points to be gaine: 
for finding it. | have a nasty suspicion y 
are up a gum tree with thatone. 

| asked the Dragon what game 
liked best and he has plumped for. 
Quest II from Sierra, or Bureaucrac 
Infocom. You didn't mention wheth 
were green and warty. Oh well, | 
have to imagine what you look lik 
Dragon says you are probably pink | 
no warts, but he isn't very romanies : 


Become a Blond : 
Bombshell on bee mn 
Beach | 


Having arrived on the island | have fo 
the Guest Room, the Barbers and t 
Restaurant. | am now unable to pass 1 
two KGB men in the bushes, plus | cai 
get into the kitchen of the restaurant. © 


Tony Richards, Kent. 


Forget the kitchen it isn’t important. 
KGB men are looking for a middle-ag 
nerd. (I might just send them Mit 
address!) They would never susp 
if you were to disguise yourself 
geous, blonde girl. You need to ge 
self into a well-padded swimsuit and 
walk past them. Come to think of it 
wouldn't mind getting into someone’ 
well-padded swimsuit. Any offers? 


Chrono Quest's — 
Mystery of the 


| have completed one ‘quest ndi 
am halfway through the rest. 
Egypt I am completely baffled on 
open the pyramid without falling C 
pit. Also what do | do with that tol 
in front ot the temple? _ : 


Flaming Heck! Frightened by a little bit of fire? 


about extinguishing this monster. 


In India there was an old fakir sitting 
by a scroll. You should have pinched it - 
the scroll that is! That scroll contains the 
secret order in which you should press 
the bricks around the tomb's entrance. In 
front of the temple is a statue and this 
must be turned. 

That solution comes courtesy of 
David Soulsby of Newcastle. 


Solution to Fishy 
Problems 


As you are the 'Troll of all Knowledge’, 
please help me with FISH. 
1. I can get the combination to the safe, 
but on the way to open it I get sacked. 
2. What about the exploding parrot? 
3. When I get the gargoyle, the hippies 
get me. 

Incidentally, are you any relation to 
the Troll in 'Billy Goats Gruff'? 
G. Leighton, Kent. 


You got the sack because you didn't go 
and make the coffee. The answer is to 
find a mug who will go and make it for 
you. | suppose that will make him a 
Coffee Mug! My God, | think I am devel- 
oping a sense of humour. 
The trick is to get to the parrot before he 
explodes. Go $,S,E,E,E OPEN CAGE. 
The best thing is to slow the hippies 
down by blocking the doorway with the lid. 
As to your impertinence regarding 
goats, I'll ignore you and wait for a bigger, 
fatter adventurer to come along and insult 
me. Then I'll eat him! 


A Blast from the 
depths of Dungeon 
Master 


Guess what? I'm stuck in Dungeon 
Master. After many hours of hacking, 


op sina CUES ae Tea ie Grmeeneteer ERR 


Most Dunge: 


bashing, punching, kicking and fireballing 
I need some questions answering. 

1. Does the Horn of Fear do anything 
interesting? 

2. Can you get past the Fire Pit? 

3. Is there an easy way to kill the knights? 
Jonathan Chamberlain, Essex. 


The Horn of Fear does a very important 
job - it puts the wind up certain monsters. 
One of the most awkward denizens of the 
Dungeon is the Water Monster. Not only is 
it a swine to kill, it can flow under sealed 
doors. In this situation the Horn is indis- 
pensable. A few blasts will make the 
monster turn and run, allowing you to fol- 
low it, hacking and blasting alternately. 

Certain Fire Pits can be killed and 
others can be extinguished for a short 
time. In the level where the final show- 
down takes place there is at least one Fire 
Pit which will die down temporarily allow- 
ing you to pass through. 

The knights take a vast amount of 
punishment before they die and | can find 
no easy way round it. The only thing you 
have on your side is that there is a junc- 
tion point in the corridors where they 
won't advance any further. At this point 
you may stand safely just around the cor- 
ner. From there you can repeatedly attack 
and then retreat to recover your strength. 


Dungeon Master's 
Winged Key Location 


I realise by now you must be feeling sick, 
tired and fed up with the letters arriving 
regarding the dreaded Dungeon Master. 
Please, please can you throw some light 
on to where | can find the Winged Key? If 


you cannot help I am ready to shelf the - 


game indefinitely. 
Keven Little, 
Notts. 
The Winged Key is not needed until 


the very end of the game, so! suggest | 
that you and all the other foolish adven- a 
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ee ams: 


team supposedly included part 


doors and reached Level 7, you wi 
find there is a secret button on 
midway down a long corridor. This 
opens a section of wall to reveal th 
further down the corridor. ; 


Knight Orc's Tho T 
Problem | 


I am totally stuck in Knight Orc. In 
of the game | can't get to the t 
because of the thorn hedge. | reall 
you can help me, because if you 
who will? ‘ 


C Doughty, Kent. 


Stop snivelling. I hate to see hum 
blubbing! You do realise that the Lev 


ensure that even the Dodo's cou 
something! That being said, Mitch 
n't get past the hedge either, anc 
we found the solution he was not ar 
What you need to do is find the d 
place it on top of the hedge and the 
ply GO NORTH. I've got news 
this game gets VERY tricky later o 
Dungeon Crew VERY quickly dropp 
in the TOO DIFICULT tray. Just th 
I'd mention that to cheer you up! 


The Tangled Web 
Kings Quest I 


| have killed the wizard and do n 
what else to do. How do | get to the s 
and where can | find the Small Ro 
Stone of Unusual Colour for t 
Teleportation Spell? oo 
Laurence Graham, 


Leighton Buzzard. 


The ship turns up in its own good ti 
you must just concentrate on solvi 
other problems. The problem DU 
be solving, is how to get intc 
which is defended by the spid 
web. Spiders are frightened by 

(according to Sierra) so if you can 


that spell? If not, keep an eye on ol rfl 
ing, feathered friends. 


The Troll 


Larkfield 
Kent ME20 


HORROR SOFT, 

A new kind of icon-driven, animated game that has 
been written using the new especially developed Agos 
anguage. 

Personal Nightmare is highly original using allthe fea- 
tures of the 16-bit micro. 

The superb, fully animated graphics, backed by incred- 
ible sound effects come together with a highly sophis- 
ticated user interface to give total involvement of a new 
dimension 


n Industrial Estat 
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CASE FOR 


CONVERSION 


New Zealand 
Story 


First off is New Zealand 
Story. Arcade game scenarios 
have never been the most 
illustrious writings ever 
published, but N.Z. ( pro- 
nounced 'ZEE' for more 
authenticity ) Story claims 
this month's no-prize for 
either the silliest introduction 
ever, or the greatest Michael- 
take ever. The game involves 
a giant Walrus who has kid- 
napped ( or chicknapped, as 


the case may be ) all of the 
chicks from the villages of 
New Zealand. One chick 
managed to escape the 
dreaded clutches of the 
Walrus, and has set out to 
rescue his buddies from an 
awful fate! 

The game is like a mix 
between Super Mario Bros. 
and Bubble Bobble. You con- 
trol a little chick (of the 
feathered kind) around each 
screen, jumping on platforms 
and avoiding the bad guys so 
that you can reach the end of 
the stage and rescue your 
pals. There are four stages to 
each village, with an enemy 
‘boss' appearing at the end. 
The first one is a whale, 
which first attacks you and 
then swallows you. Repeated 
hits to the inside of his 
mouth is the only way out. 

A spokesperson for 
Ocean, who are converting 
the -.game.to’ “the “SF, 
described the game as ‘a bit 


of a sleeper at the moment, 
but it will really take off!'. We 
will see... 


Chase HQ 


Another conversion due from 
Ocean is Atari's 'Chase HQ', 
a video game of cops 'n' rob- 
bers. You're the driver of a 
super-fast cop car, chasing 
after a criminal wanted for 
crimes ranging between drug 
dealing and murder. As you 
follow him through heavy traf- 
fic, you are given signals on 
which way to go and advice 
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This month Dennis Hemmings 
and Mark Smith ventured into 
the capitol, to see some of the lat- 
est arcade games : Chase HQ, 
Stryder, Ikari Warriors 3, 
Fighting Soccer, Battle Rangers 
and New Zealand Story. 


through radio contact with 
headquarters. When you catch 
up with your man, a small 
pointer will appear above him, 
and then you have to bump 
into him a number of times to 
force him off the road. A 
close-up of you and your part- 
ner then apprehending the vil- 
lain will follow. 

There are a number of fea- 
tures in Chase HQ that make 
it more than just another driv- 
ing game. Apart from the fact 
that there is something to do 
other than drive, you must 
also use the clutch pedal 
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when starting off in the 
deluxe model, otherwise you'll 
stall the car! Don't expect to 
see too many of the bigger 
versions around though, as 
they cost a lot of bucks; but 
certainly don't miss out on a 
‘game, even in the stand-up 
machine, as it's still one hot 
ride!! 


Fighting Soccer 


Among the new games in at 
Electrocoin this month were 
‘Fighting Soccer' and ‘Ikari 
3'. Fighting Soccer is great, if 


__ BAT Jun — 


a little difficult to play. You 
take over England for the Cup 
qualifiers and Final, compet- 
ing against other teams, all 
fighting for a chance to 
become World Champions. 
You view the game from over- 
head and have a number of 
controls to use, some being a 
bit confusing. The running, 
passing and shooting are OK, 
but you have to twist the joy- 
stick to determine the direc- 
tion that you are kicking the 
ball, which takes a bit of 
practice to get used to. Still, 
it's worth a look. 


Ikari Warriors 3 


We didn't really get much of a 
look at Ikari 3, although we 
did find out that the graphics 
are better and bigger than the 
others, and is based around a 
martial arts type of game to 
begin with. It certainly looked 
interesting, as does the 
screen shot... 


Stryder 


One of my favourite games 
around at the moment is 
Stryder. Apart from the 
graphics, which are really 
superb, it must be one of the 
most fun and gory games 
ever to be released. Your 


character is running around a 
mechanical city, cutting up 
androids and slicing into 
robots, in some sort of 
attempt to stop their dastardly 


plans. There are a number of 
clever traps and enemies to 
be faced, making your task 
not an easy one! 

The beauty of the game, 
apart from watching the 
androids get split in half, 
that it scrolls in all directions. 
There is also a lot of skill in 
controlling your character, 
with a number of moves, such 
as, somersaulting, grabbing 
hold of rafters, climbing walls 


od 1've GoT 
Bazooka |! 


and going up and down stairs, 
all to be practised again and 
again and perfected. 

Another innovative part of 
the game is some of the 


traps. One of the screens is 
made up of two giant cogs, 
with platforms holding guards 
revolving around them. You've 
got to be nimble to collect all 
of the items found by shoot- 
ing the androids. 

There are also some very 
interesting enemies of the 
bigger kind to be found in 
Stryder. One is a roaring 
humanoid who comes leaping 
at you from both sides, as 
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well as a giant centipede that 
twists around the screen. The 
centipede begins life as a 
number of enemies in a nor- 
mal-looking conference, 
before they all join together to 
form the hideous creature. 
Great stuff! 


Battle Rangers 


Finally, there's Battle Rangers 
for the Rambo 3 types out 
there. Basically, it's a game 
of blasting and collecting set 
in an enourmous complex. 
Two people can play simulta- 
neously, helping to keep away 
the nasty commies and avoid-. 
ing the numerous traps. As 
arcade games of this type go, 
it's not too bad, although it 
would probably be better suit- 
ed to the computer. 

News concerning conver- 
sions this month : Ocean are 
currently still working on 
Operation Thunderbolt and 
Chase HQ. For the beat'em- 
up fans amongst you the 
Renegade trilogy is also being 
converted. Domark, continu- 
ing with their Tengen deal, are 
converting the brilliant Hard 
Drivin', although we're dubi- 
ous as to whether they will 
successfully emulate the orig- 
inals realistic controls. 


-; Greetings, fellow Atarians! I'm 
_az writing this month from the 

, unusual location of a small flat in 
a French ski resort, where | have 
‘come to alternate between 

_- programming work on my new 
- game, and sliding down large 
mountains with planks on my 

_ feet (highly recommended, by 

the way, if you haven't tried it. 
Skiing is even more fun than 
vaporizing alien slimebags on 
the trusty ST). Since I needed 
various essentials to carry on 
working here, namely a 1040 
and my hard disk drive, | had to 
sling all manner of hardware 
into a holdall and truck it 
through two airports on the way 
out - a worrying business, 
especially where the hard drive 
was concerned. Despite several 
hard knocks and passage 
through an airport security X-ray 
machine, all the hardware came 
through unscathed and the hard 
drive retained its memory. 

The only downer is that | now 
have to work on an ancient Sony 
Trinitron upon which the 
80-character/line font becomes 
very hard to read, and looking at 
yards of assembler in the blurry 
characters soon knackers the 
eyes (the only cure for this is to 
go downstairs to the bar and 
consume suitable quantities of 
Dutch lager). : 

Naturally, | brought a pile of 
games with me to play when | 
don't feel like programming; 
second day here, blowing a — 
blizzard outside and not really 
wonderful skiing weather, | go 
to boot up Virus: aaaarrggh! it 
doesn't work on this 1040! have 
= to make do with Star Wars 

| instead.... Then, after a couple of 
| days’ working, Devpac II starts 
| crashing on me without so much 
| as an error message and | start 
| to panic, thinking further work 
_ will be impossible and I'll have to 
spend the whole evening in the 
bar consuming Dutch lager, until 
| remember that I'm used to 
working on a Mega4 and the 
RAM-cacheing of source files is 
probably too much for the 1040 
l've got here; re-assemble with 
‘Slow Assembly’ selected and 
everything is cool and groovy, if 
a little slow. Even so, it's quite 
strange to make the transition 
from tooling around the 
mountains practising parallel 
turns and mogulfields, to trying 
to get the flippin’ high score 
table to work properly and 
designing increasingly more 
difficult waves of alien weirdos 
r the game's levels. Mind you, 
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inspiration can strike in the 


black run that's making your 
sunglasses steam up, or halfway 
up one of the infamous French 
ski lifts (which must have been 


a disk on the end. You straddle 
the bar with the disk behind 
your bum, and get pulled up the 
mountain. The trouble is that on 
steep hauls, the metal bar has a 
tendency to exert undue 
pressure on the swonnicles). 
Speaking of bars and inspiration, 
i have even thought of a new 
kind of skiing video game which 
i may yet get around to writing. 
Being a relatively long-term 
resident in a place where almost 
the entire population changes 
from week to week, I've had 
plenty of opportunities to 
observe the varied drinking 
habits of British nationals 
abroad, and after a good deal of 
study | have been inspired to 
design a new skiing game, 
provisionally entitled ‘British 
Lager Louts Get Piste Again’. The 
game would naturally entail 
skiing, but instead of the 
thoroughly hackneyed and far 
too conventional objective of 
getting down the mountain, 
through the slalom gates, and to 
the bottom as fast as possible, 
my game would require the 
player to knock people off ski 
lifts, wipe out individual skiers or 
(for more points) whole groups 
at a time. Ski schools, too, would 
be a prime target, with a fat 
bonus for getting the instructor. 
Add to this some enemy Piste 
Patrol skiers chasing you, trying 
to wipe you out, and the 
presence of mountain bars 
where you can stop and 
consume more Dutch lager (the 
more you drink the faster you ski 
and the more points you get, but 
the skier gets harder to control) 
and you should have quite an 
enjoyable and unusual game. Of 
course, I'd have to add some 
mountain goats in there as well, 
it wouldn't be a Yak game 


without beasties. 


Unfortunately, | cannot report 
much on the state of the French 
software scene, there being no 
place in a ski resort for software 
retailers, just loads of shops 
selling flashy and almost 
surreally expensive designer 
ski-clothing. The newsagent 


does, however, sell the French 
equivalent of C&VG, and my 


limited perusal of this magazine 
(limited largely by the fact that 
my French is severely naff) 
reveals that there are some 


strangest places; halfway down a 


designed by a sadist or a eunuch, 
and consists of a metal bar with — 


_ with a German, a Belgian and a 


though; there are a number of 
arcades scattered about, one of 
which is located near a ski lift - 
you Can prop your skis against 
the wall and pop in to vapourise 
a few creeps, then emerge 
invigorated and psyched-up to 
tackle the pistes with renewed 
vigour. Most of the games are at 
least a year out of date though, 
and Gauntlet machines never 
seem to go out of fashion 
(they've been here every year 
since I've been coming here). | 
once played the most 
cosmopolitan game of Gauntlet 
ever here, a four-player blast 


Frenchman, which led to certain 
difficulties in player 
co-operation, since no one 
player could speak the others’ 
languages - sort of a video 
Tower of Babel. 

Weill, | had better finish off and 
try and find the funny French 
stamps, as | wish to do some 
work on my 'Game Over' 
sequence before it's time for 
Dutch lager. By next month | 
should be back in Wales, 
hopefully unscathed and 
joyously re-united with my 
sheep, my PC-Engine, my Mega4 
and my Siamese cat, Dennis. And 
itll be nice to wear trainers 
again and not ski boots which 
make you walk like Robocop. 

By then, | should have finished 
my game (if | haven't then I've ie 
been doing too much skiing and 

not enough work) and maybe 

the Konix development system, 
about which | shall be able to tell : 
you nothing, or else Konix'll send 

the boys round to cut my _ 

swonnicles off. Until then, keep 

on blastin’, and I'll keep going 

downhill fast. 


things which are universal inthe 4 
software world, things like 
Ocean ads and ST-vs-Amiga i$ 
arguments. I'm not totally cut off 4 
from the pleasures of blasting, F 
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Ninja Master in order to progress 


some examples of these superhuman villains ‘ma 


four types of Evil Ninja star-throwing Assassins whose skills are a are: A fire-breathing Fat Man, an Armour 


manifold and dangerous. Also out to spoil your day are Acrobatic Women 
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Warriors and vicious Guard Dogs. At the end of each level you must 


Clad Giant Ninja - who has a disconcerting habit of 


suddenly multiplying into an army! 
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